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16 News 16 
Nothing much happened this month, Mrlwata unveils 
unless you count the most anticipated the new:game 
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Who Wants 
Pie? 


* Nintendo Power without strategy cover- 


age would be like an apple pie without 
apples, and that would spell the end of 
civilization. But as eagle-eyed readers 
have noted, NP’s strategy coverage has 
changed in recent months. While redesigning the 
magazine, we decided to limit strategy coverage to 
games that truly needed it, and to cover only difficult 
areas and particularly useful tips. No more Hamtaro 
language lessons. This month, we're pushing our rad- 
ical agenda further with the introduction of minigu- 
ides, which condense all the useful information you 
need to win a game into a few brilliantly conceived 
pages. In this issue’s Fire Emblem miniguide, you'll 
learn the critical importance of class changes and 
recruitment, as well as essential tactics to use during 
battles. Thusly armed with NP’s new strategic 
weapons, you'll lay waste to the evil forces in Tellius, 
rid yourself of festering hamster rage and save civi- 
lization itself. 

Of course, it’s also our job to cover major gam- 
ing news, and this month's Revolution controller 
revelation will shake the very foundations of gaming. 
Our own Steve Thomason prowled the Tokyo Game 
Show to witness the historic unveiling and sneak a 
hands-on demo; his report leads this month’s news. 
We also bring you feature coverage of two extraordi- 
nary titles for GCN—Activision’s Gun and Ubisoft’s 
Prince of Persia: The Two Thrones. We've got break- 
ing news of a classic Final Fantasy title coming to 
GBA, an exclusive visit to Treasure’s Tokyo develop- 
ment studio, the kick-off of Nintendo’s Fusion Tour 
with Fall Out Boy, and the 25 most amazing things 
you can play, see and touch on DS. It’s a special issue 
for our very special readers. 


AACHL. 


Scott Pelland 


Managing Editor 
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REVOLUTION 
REACTIONS 
I'ma die-hard Nintendo 
fan, but when | saw pictures 
of the Revolution’s controller, | 
said “I’m getting an Xbox 360." Then | 
watched the demonstration video and 
.- Wow. Just wow. This might be the 
best thing to happen to video games 
since the analog stick. 
Murcury7 
via the Internet 


After seeing the new Revolution con- 
troller online, | can’t [help but] think 
that Nintendo's gone too far. Now it 
seems like they're trying to make 
everything weird just so they can say 
its innovative. The two-handed con- 
troller has survived for decades 
because it works. It doesn’t need [to 
be] changed. | think Nintendo's getting 
a little bit out of control. 
harboldjohn 
via the Internet 


[Regarding the Revolution controller], 
there are still those who are afraid of 
change. Change isn't always a bad 
thing! You simply cannot judge some- 
thing by the way it looks. Sure the new 
controller looks funky, but it will cre- 
ate a totally new gaming experience. 
John G. 
via the Internet 


[The Revolution controller] should 
obviously prove to be a great method 
of control for first-person shooters. 
After thinking about it, though, | real- 
ized that real-time strategy games 
[could finally be decent on consoles as 
weil]. You can easily point and drag 
units and scroll {across} the map just 
by moving your hand. 
boo2z8 
via the Internet 


Nintendo should make a sequel to 
Mario Paint! Just think, you could use 
the Revolution controller like a paint- 
brush and go right up and “paint” on 
the TV screen. Nintendo could release 
Mario Paint DS simultaneously and 
allow users to trade pictures wirelessly 
from DS to Revolution via Wi-Fi. How 
cool would that be? 
Connor G. 
via the Internet 


GO, PACK, GO 

| just got Madden 06 and it is incredible. 
So far | have only found one problem, 
which is that my favorite team, the 
Green Bay Packers, are rated lower 
than the Detroit Lions. | was wondering 


if you had any idea who is responsible 
for those rankings, because me and the 
entire state of Wisconsin would like a 
few words with them. 
Jordan s. 
via the Internet 


NP’ resident Minnesota Vikings fan, Steve 
Thomason, responds: “Have you seen the 
Packers play lotely? They‘re lucky theyre 
still in the NFL. Bwahahaha!” 


TENNIS, ANYONE? 
I've been replaying Golden Sun and it 
got me to wondering: what is Camelot 
up to? Are they gone forever like the 
great city they are named after? Are 
they ever going to make another 
Golden Sun? 
Santiago G. 
via the Internet 


Camelot Software Planning is alive and 
kicking. The team just finished work on 
Mario Tennis: Power Tour, and a few 
months back, it ran a help-wanted ad in 
Famitsu seeking staff for develapment of a 
next-gen RPG. 


PUMPING IRON 
| don’t think it was very nice to put 
Chris up against Pichu [in Volume 196]. 
| mean, you already knew who would 
win. Chris isn’t that strong. 
lam4ward 
via the internet 


Says you. Here’s a picture of Chris with his 
shirt oft: 


THE RIGHT ROUTER 
| have a question about the DS. Exactly 
which Wi-Fi does it use: 802.11a, 
802.11b, etc.? | was thinking about pos- 
sibly buying a wireless router and didn't 
know which frequency it used, 
James 5. 
via the Internet 


There’s a bit more to it than just the fre- 
quency, but don’t worry. Once the 
Nintendo Wi-Fi Connection launches in 
early November, NintendoWiFi.com will 
have a complete listing of compatible 
routers. You'll also be able to order 0 USB 
adapter that connects your DS to a non- 
wireless router. 


BURIED TREASURE 
Whenever I play a video game, my 
personality changes to match that 


of the main character. Is this 
normal? 


We don't know if it’s normal, but it 
does happen around here from time 
to time. You don’t want to be any- 
where near Andy when he digs out 
his old copy of Boogermen. 


GAME JAMS 


[Ina recent edition of Pulse), 


game music, OC 
Mix.org). This one we 
stolen many a gigabyte on my hard 
drive—-the songs remixed there are 
just that good, 
the more-popular games 


can be expected, 


remixed more often—th a tor 
of remixes for Chrono Trigger, 
Mai ja, Mega Man 
Castlevania and the like. 

Kenjoki 


via the Internet 


ASSORTED MATTERS 
| have been wondering this for a 
long time: What dc Nintenda 


mean in Japanese? 
John V, 
via the Internet 


The name 1s actually composed of 
three words—Nin ten do. ond means 
“we do what we can, as best we can, 
‘and await the results." 


There are too many states. Please 
get rid of t 


Does Canada count? That's a joke! We 
kad our frends to the north! 


Can you guys make a Mr. T video 
game? 
Max W. 
via the Internet 


Done and done. 
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The more I think about the Revolution’s 
controller, the more excited | am about it. 
As an avid gamer, | don’t think there’s any- 
thing wrong with video games as they’re 
currently played, and | definitely don’t 
want to see “traditional” games disappear 
from Nintendo consoles. But that’s what 
the classic-style controller is for. It’s not 
like this new innovation has come at the 
expense of the genres we know and love. 
Hopefully, we’!! get the best of both worlds: 
traditional games that build on the last 25 
years of game design, as well as exciting 
new experiences that take advantage of 
the “remote” controller. And we get to 
revisit the classics, all on the same system. 
So far, so good in my opinion. Now we just 


need to see the games. 


Randy 0. 
via the Internet 


We hear ya, Randy. The Big N promises more 
Revolution announcements in the months to 


come. Hopefully that includes the unveiling of 


some software. Stay tuned. 


Are there some questions you just 
don’t want to answer? 
Nate B. 


via the Internet 


Jo make more 


Drag 


‘or the 


GameCut 
Goku4Life 
via the internet 


On second thought 


SHROUDED IN 
DARKNESS? 

{ have a smail concern about The 
Legend of Zelda: Tv S 
ma little worried 


ous this game know that 


the N64 Zelda serious, 
but the 0 hac it and 
Jolly side to them. | absolutely 


loved the different townspeople 
from Ocarina of Time and Majora’s 
Mask. i'm afra 
Princess will bi 
characters like that. 

er RES 
via the Internet 


Fear not. Based on what we've 
played so far, the game is definitely 
darker than its predecessors, but it 
stull has its fighter moments (espe- 
cially when you'e interacting with 
townspeople). 


WHAT IN THE? 
Dear Billy, 

s Just writing to wish you a 
special 8th birthd: 
eve that you are alrea 


we didn't 
hai 


You 


have any d 


none of this e-mail stuff either. You 


should consider yourself lucky. 


Heck, you're the luckies 


Anyway, have a happy birthday. 


ball tryouts! 
um... OK. Thanks, Grami. 
JOB REQUIREMENTS 


When I graduate from college, | 
for a video game 


criteria does 


The Complete Animated Series 


If only gathering the 
tri-force were as easy as 
gathering our 3-DVD box. 
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mw 
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egend 
Of Zelda: 
The Complete 


Series 

n DVD 
and packed with extras like Make 
Your Own Zelda and an interactiv 
game © you Wo! trolli 
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And look tor 
uper Mario Brother 
coming soon to DVD 


c 


Super 


LETTERS 


Nintendo Power look for when hiring 
new writers? Do you differentiate 
between English and journalism majors? 
Mike B. 
via the Internet 


A degree in English or journalism can defi- 
aitely be a plus, but any major that involves 
lots of writing (history, political scence) will 
be a big help. Beyond that, writing reviews 
for a website or online forum 1s a great way 
to gain relevant experience and hone your 
craft. it’s also important to be passionate 
about games, of course, and to keep up on 
the industry. Oh—and you should be able to 
bench-press a Volkswagen. 


CRAZY LIKE A FOX 
How dare you put Tails last [on the 
Sonic Coolness Chart in Volume 
196]?!? | know people have their own 
opinions, but there is no way that 
Knuckles, Robotnik and Sonic afl beat 
Tails, 
GameFreak333 
via the internet 


We have some news that should appease 
the legion of angry Tails fans who wrote in 
this month, Due to a mysterious “acci- 
dent,” Tails has moved up a spot on the 
Sonic Coolness Chart. 


IT’s YOU 
I've got a bone to pick with everybody. | 
bought Meteos, and | had to return it 
because it was such a boring game! Can 
you please tell me why everybody 
keeps praising the game and giving it 
such good reviews? 
Mike L. 
via the Internet 


Yes, Meteos has been universally praised 
because most people like to have fun. We 
assume you, on the other hand, enjoy 
kicking puppies. 
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WE'RE GREEN WITH ENVY 
Does anyone else have any lame catch- 
phrases for The lacredible Hulk: 
Ultimate Destruction? | sure do! Ata 
drive-through restaurant, while smash- 
Ing the customers, tll say things like, 
“Our special today is a heaping pile of 
destruction.” Then | found a giant burg- 
er and rolled it into a cad white shout- 
ing, “This is the burger of your demise!” 
Brian M. 
via the Internet 


Have you ever considered running for 
governor of California? 


COUNTDOWN COMMENTARY 
J was reading the NP Top 200 in Volume 
196 and | happened to observe some- 
thing very disturbing. | noticed that 
Metroid Prime 2 Echoes was rankeo 
#174, Let me ask you something: have 
you gone insane?!? Echoes is a gem, 
nay, a classic, yet it was rated lower 
than The Simpsons Road Rage. (Fun? 
Yes. Classic? No!) Am | missing some- 
thing, or are the NP writers just getting 
senile? 
Richard M. 
via the Internet 


The reason Metroid Prime 2 didn’t rank 
higher 1s because... wait, what were we 
talking about? 


I'm so glad Super Baseball Simulator 
1,000 made your Top 200. Best baseball 
game | ever played. 
Fernando L. 
via the Internet 


The most fascinating thing about the 
new Top 200 Games of All Time list will 
be seeing where the top games from 
the Volume 106 list and the 15th 
anniversary list stand now. New games 
have been introduced and some classic 
games haven't aged as well as others. 
We've already seen a shocker in that 
your previous Worst Game of All Time 
didn’t even make the tist [in Volume 
196]. | guess Bebe’s Kids does grow on 
you if you give it time. 
ToonLink 
via the Internet 


I'm reatly disappointed in your Top 200 
[entry] for Volume 197, How could you 
possibly put Baten Kaitos at such a low 
rating? | know that it is after all the Top 
200 Nintendo games of all time, and so 
it’s an honor to be on the list at all, but 
159 is way lower than the game 
deserves. 
cmanl41 
via the Internet 


ROYAL TRIBUTE 
I'ma huge fan of classic rock. The other 
day, | got my hands on your October 2005 
Issue and something interesting caught 
my eye. On your “Top 200” list, there was 
agame called Ogre Battle: The March of 
the Black Queen. This sounded familiar to 
me for some reason. | started looking 
through my CDs and sure enough, | came 
across a Queen album with a song called 
“Ogre Battle” and a song called “The 
March of the Black Queen.” 

Taylor C. 

Nevada 


CORRECTOR’S CORNER 
| just finished reading the Sept. ‘05 
issue and wanted to comment on the 
article on cosplaying. As a cosplayer 
myself, | am ecstatic that you featured 
it in your magazine. | feel t need to cor- 
rect you on something, though. You 
guys state, “Cosplaying was popularized 
in Japan... cosplaying eventually made 
Its way to North America.” Costume 
play actually started in the United 
States as early as the 1930s at science 
fiction conventions. It was at the 1984 
Los Angeles Worldcon that Nov 
Takahashi created the term “cosplay” 
after being inspired by the costumers 
there. 
Now you know, and knowing is half 
the battle, 
Gordon S. 
via the Internet 


In Volume 197, you stated that the mys- 
tery screenshot [from the previous 
month's power quiz] was from Puyo Pop 
when it was, in fact, from Chu Chu 
Rocket. You should be ashamed of your- 
selves. 
David G. 
via the Internet 


We are indeed. To atone for the error, we 


Jounched the offending party into space. 
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“By nolllngne my poompetitve edge with Magic: The Gathering’, 
! was able to rise to the top of my profession - 
the profession of getting stinking rich.*" 


Vince Powdo, Geek Billionaire 


In 1994, the Magic: The Gathering® trading card game showed 

gamers how to play big with a staggering portfolio of deadly 

creatures, evolving strategies and massive prize support. t 

Today, many of those early players are dominating the world. § ‘ 
Grab a rung on this express ladder to global excess. 


“Complete Fabrication. Play Magic at playmagic.com 
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Taking Control 


The speculation is over! Nintendo takes a bold step toward reinventing the 
way you play video games, and we get to go hands-on. 


After months of teasing us with 
hints and riddles, Nintendo President 
Satoru Iwata finally revealed the most 
mysterious controller in video game 
history during his keynote address at 
this year's Tokyo Game Show. And as 
promised, the Revolution’s controller 
will offer a completely new gameplay 
experience. 

The basic unit is meant to be held in 
one hand like a TV remote, and fea 
tures what Iwata called a “direct- 
pointing device,” a sensor at the top 
of the controller that tracks its posi 
tion and orientation. In other words, 
you can manipulate the action 
onscreen by physically moving the 
controller. You could aim your gun ina 
shooter by simply pointing at your tar- 
get, steer your car in a racing game by 
tilting your wrist, or perform a sword 
slash in The Legend of Zelda by swing- 
ing the controller from side to side. 

On the controller's face, you'll find a 
Power button up top (to turn the 
Revolution console on and off), a 
Control Pad and a large A button in 
the prime spots beneath your thumb, 
three buttons labeled Start, Home 
and Select in the middle, then “a” and 
“b" buttons near the bottom. Four 
lights at the very bottom indicate 
which player the controlter belongs 
to. On the underside of the unitis a B 
trigger for your index finger. 

An expansion port on the end of the 
controller gives it extra flexibility. At 
the show, Iwata demonstrated a sec- 
ond controller piece that you hold in 
your other hand, boasting an analog 
stick and two additionat trigger but- 
tons. This configuration was referred 
to as the “nunchaku-style” controller. 
The port could also be used to trans- 
form the unit into a more-traditional 
controller for classic-style games 


(including multiplatform titles like 
Splinter Cell). The controller is wire- 
less, of course, and features built-in 
rumble functionality. 

Iwata stressed that this controiler 
will enable all users to play from the 


same “starting line.” It will be less 

intimidating to those who have never 
played a game, while offering a fresh 
experience for veteran gamers. From 


a development standpoint, Iwata prof- 


fered that smaller studios can use the 
innovative interface to create new 
experiences without bloated budgets. 
And he welcomed ideas from all cor 
ners of the development community. 
As lwata pointed out, the Revolution 
will need a wide variety of software to 


your Mend beats you ia 
multiplayer game, you could 
always use the controller to 
strangle him, 


establish a new standard for game 
control. Ina brief video shown during 
the presentation, Akitoshi Kawazu 
(Final Fantasy: Crystal Chronicles), 
Hideo Kojima (Metal Gear Solid) and 
Yuji Horii (Dragon Quest) all shared 
their excitement over the controller. 
Prior to the keynote address, leg- 
endary game designer Shigeru 
Miyamoto walked your intrepid 
reporter through some rudimentary 
gameplay demos intended to show- 
case the controller's functionality. | 
used it as a rod to catch fish, manipu- 
lated a rotating stick through a series 
of tunnels (a fa Kuru Kuru Kuririn, a 
Japanese GBA game) and flewa 
biplane through Isle Delfino from 


Super Mario Sunshine. Though not 
intended to be representative of what 
Revolution games will actually look 
like, all of the demos showed off just 
how intuitive the controller is, and 
how it will offer new and unique 
gameplay experiences, Finally, | got to 
play a brief section of Metroid Prime 2 
Echoes using the nunchaku-styte con- 
troller. This 1s what sold me (and many 
others who saw it) on the new inter- 
face, The analog stick controls move- 
ment as on the GCN controller, but to 
look around and aim your weapon, 
you simply point the remote in the 
desired direction. It works sort of like 
a PC-style keyboard-and-mouse con- 
figuration, and shows the enormous 
potential for first-person shooters on 
the Revolution. Evading your foes and 
blasting them at the same time has. 
never been easier. | intially played the 
demo by waving my arm in front of 
the screen, but Miyamoto kindly 
showed me that it was much more 
comfortable (and effective) to simply 
rest the remote on my lap as | would 
any other controller, and aim with my 
wrist. 

After the demonstration, Miyamoto 
stated that a number of third-party 
developers (besides those mentioned 
above) had been shown the controller, 
and that the response was over- 
whelmingly enthusiastic. When Sega's 
Yuji Naka first saw the controller, 
according to Miyamoto, he got very 
excited and picked up one “remate” in 
each hand, expressing a desire to 
make a game that utilizes two of the 
units (Samba de Amigo, perhaps?). 
And that’s what makes this new con- 
troller so intriguing. Everyone | talked 
to walked away with new ideas swim- 
ming in their heads. Sounds like the 
basis for a revolution, doesn't it? To 
check out a video of the controller for 
yourself, vistt Nintendo.com. 

—Srteve T. 
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Tokyo Game 
Showcase 


NP returns from Japan with news and hands-on 
impressions from the hottest games at TGS. 


Baten Kaitos Il: For Nintendo fans, 
perhaps the most exciting develop- 
ment outside of the Revolution con- 
troller was the announcement that 
cult-classic RPG Baten Kaitos Is get- 
ting a sequel. Set 20 years before the 
first game, the tentatively titled 
Baten Kaitos Il centers around a 
young assassin named Sagi. As a 
member of the Empire's elite squad 
tasked with spearheading the inva- 
sion of its peaceful neighbors, Sagi 
begins the game a somewhat less- 
than-admirable character. You don’t 
play as the protagonist, however, but 
rather as a spirit who lives within 
him. Much like in the first Baten 
Kaitos, you'll give Sagi advice and 
help him find his true self, The epic 
quest promises to expand on events 
from the previous installment, with a 
number of famitiar characters mak- 
ing an appearance, though they're 
20 years younger, of course. 

Also returning from the first game 
is the unique Magnus-card-based 
battle system. Unfortunately, Baten 
Kaitos tl was shown only in video 
form, so additional details remain 
scarce. Monolith Soft is once again 
handling development duties, but 
Nintendo, not Namco, will publish 
the game in Japan. No word yet ona 
US release. 


BATEN KAITOS I 


Sonic Rush: Asked why Sonic Rush 
reminded so many showgoers of the 
hedgehog’s classic titles on the Sega 
Genesis, director Akinori Nishiyama 
replied, “When | was working on Sonic 
Advance 3, | realized that the series 
was getting more complicated. For the 
OS title, | thought maybe we should go 
back to basics and focus on the core of 
what makes a good Sonic game: fast, 
dynamic action.” The new levels 
beared that out; Sonic Rush could be 
the fastest game in the series. 

Attendees also got their hands on 
Blaze the Cat for the first time. The 
feisty feline plays much like her co- 
star, but she’s a bit more nimble. You'li 
be able to pit cat and hedgehog 
against each other in the game’s two- 
player wireless races. Nishiyama also 
revealed that Rush will feature special 
3-D bonus stages in which you control 
Sonic or Blaze with the stylus. 


SONIC RUSH 1:28:00 


2-0 levels with 3-D boss battles: it’s 
the best of both worlds. 


SONIC RUSH 
tee 
= = 


BATEN KAITOS Ii 


Like its predecessor, 
Baten Kaitos I! 
boasts some gor- 
geous prerendered 
backgrounds. The 
art style appears to 
be a bit grittier and 
more subdued than 
in the previous 
game, however. 
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Sonic Riders: Making its playable 
debut at the show, Sonic Riders locked 
promising. Fhe sense of speed was 
impressive, and the game introduces a 
couple of unique twists on the racing 
formula. Your hoverboard is fueled by 
air, and if you run out, your racer will 
slow to a crawl. You can refill your 
tank by collecting rings or performing 
tricks. Each racer also leaves an 
airstream in his wake, which the 
developers are calling “turbulence.” 
By following behind a racer, you'll 
receive a speed boost and the ability 
to jump higher, allowing you to reach 
other wise-inaccessible shortcuts. 
Sonic Riders is slated to hit the US 
early next year. 

tron Feather: Konami's Iron Feather 
is a top-down action RPG for the DS 
based on a hit manga of the same 
name. It boasts attractive, intricately 
detailed hand-drawn graphics and 
three protagonists who can team up to 
unleash special combo attacks. No 
word on the game's fate in the US. 
Super Monkey Ball DS: The touch 
screen and Super Monkey Ball seem. 
like a match made in primate heaven. 
Unfortunately, the demo on display at 
the show offered only a trio of rather 
uninspired minigames: racing, air 
hockey and a bizarre first-person 
shooter. Don't worry, though; Sega 
claims that the main mode will offer 
aver 100 stages for you to roll around 
in and collect bananas, To manipulate 
the action on the top screen, you'll use 
the stylus to scratch a 2-D version of 
your monkey ball on the bottom 
screen. We can't wait to take that part 
of the game for a spin. Expect Sega to 
announce a US release date soon. 
Xenosaga I & Il: Quietly announced 
months ago, Namco's Xenosaga DS. 


Sonic Riders features four-player split-screen races so you can settle those 
Sonic Coolness Chart debates once and for all. 


SANE aii 
ee 


Super Monkey Ball should be a nat- 
ural fit for the DS. Now where's our 


Billy Hatcher follow-up? 


WHERE DO BABIES COME FROM? 


You don’t wanna know how she 
scraped her knee. 


project was finally unveiled at TGS in 
video form, The ambitious title is a 
remake of both Xenosaga Episode | 
and Episade Il, a pair of massive RPGs 
that originated on the PS2. The new in- 
game engine exhibits 2-D sprites from 
an isometric view (think Kingdom 
Hearts: Chain of Memories), though 
developer Monolith Soft promises to 
include a number of the gorgeous CG 
cinematics featured in the console 
versions. The battles are turn-based, 
with the action playing out on the top 
screen while the bottom displays your 
stats and command options (presum- 
ably enabling touch control). Namco 
has yet to confirm a US launch, but 
given the series’s popularity here, we'd 
be shocked if it didn’t make the trip. 
Where Do Babies Come From?: From 
catching baked goods and running 
away from sumo wrestlers, evidently, 
The follow-up to DS launch title Feel 
the Magic: XY/XX, Where Do Babies 
Come From? is even more delightfully 
weird than its predecessor. The game 
once again has you trying to win the 
heart of your beloved by completing 
an eclectic collection of oddball 
minigames. This time, however, sever- 
al of the tasks require you to turn the 
OS sideways or even upside down. 
Sega hasn't decided whether to bring 
the game to this side of the Pacific. 
Tao: Konami's other OS RPG wasn't 
nearly as attractive as Iron Feather 
(the polygonal environments were 
pretty primitive), but the gameplay 
mechanics are perhaps a bit more 
interesting. You can control the game 
entirely with the stylus, and your pri- 
mary means of attack are spells that 
you cast by drawing specific shapes. 
No US reiease has been announced. 
—Steve T. 
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Make friends and enemies 
everywhere. 


TWO COLORS: 

The limited-edition Nintendo 0S 
Nintendogs bundle, available 
October 24, features your choice 
of two new DS colors—teal or 
Pearl Pink. 


BEST IN SHOW: The bundle’s Best 
Friends edition offers the 


Labrador retriever, golden re 


er, beagle, German shepherd, 
Yorkshire terrier and miniature 
dachshund as starter breeds. 


The Big News. In Short. 


Back when Intellivision let developers think big with 12-button control, they deliv- [| 
ered games years ahead of their time. Now over 40 of the best early- 80s games, 


like Sea Battle, Astrosmash and Utopia, will rise again in a DS compilation due 


early next year. It will mimic the original controller via the touch screen. ... 
Activision has allied with the Military Channel to produce historical vignettes that 
will be stowed in Call of Duty: Big Red One, which should bridge the gap between 
the Greatest Generation and current-gen systems. ... X-Men and Spidey did it, so 
why not Captain America, Avengers and Dr. Strange? With Marvel s shocking reve 
lation that it s secured $525 million to finance those and seven more movie projects, 
video game tie-ins are a near certainty. ... Matrix powerhouse Laurence Fishburne 
and, um, fine actress Traci Lords will join other celebs lending their talents to 

True Crime: New York City, voicing an urban kingpin and a hard-workin madam, 
respectively. ... Crushed that Video Games Live wasn t slated for your town? With 
24 new dates scheduled from October through December, followed by a CD and 
DVD release, the high-tech symphony might be coming your way after all. Check 
wwwvideogamestive.com for the updated list of dates. ... Publisher Marvelous has 
announced that it s got Grasshopper Manufacture working on Contact, a DS RPG 
due in Japan in February 2006. That s the studio that conceived of Killer 7, and 
though K7 director Suda is acting as producer for Contact, we re betting the game 
will still rank among the wildest RPGs for the DS. No word yet on making Contact 


STOP TRYING FO HIT ME AND HIT ME 


in North America. Stay tuned for more details soon. —Sitven 6. 


Super Friends 


Help is just a touch-screen tap away in Atari’s DS sequel to GBA battler 


Dragon Balt Z: Supersonic Warriors. 


Think you know everything about 
the Dragon Baill 2 sagas? Think again. 
Dragon Ball Z: Supersonic Warriors 2 
has new twists for you to mull over— 
new clashes that support stories from 
the animated series along with “what 
if” scenarios that stray from the main 
storyline. We're not talking one-on- 
one battles, either. It’s team versus 
team, and you have up to three Ki- 
powered combatants at your dispos- 
al—everyone from Goku and Piccolo to 


Krillin and Gotenks. During your battle 
to save Earth, settle a grudge or wina 
tourney, you can switch characters, 
call for quick support attacks or trig- 
ger elaborate team attacks by tapping 
icons on the touch screen. Since the 
DS has more buttons than the GBA, 
both the basic and special moves of 
your fighters are easily accessible. 
The game also offers an upgrade in 
graphic power, displaying more-spec- 
tacular blasts than ever. Georce S. 


Dragon Ball Z dream teams blast 
through the Saga stories with Kr 
power surging. Victory comes to 
those who work together. 
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Texas Hold ‘Em Poker Pack 


Texas Hold ‘Em Poker DS 


November 2005 » Majesco 


With so many new titles coming out every year, the 
casino-game genre is growing faster than the Las 
Vegas Strip. To help you separate the Carrot Tops 
from the Celine Dions, we've compiled a list of the 
upcoming gambling sims for the Nintendo DS. 
Whether you're brushing up for a tournament or just 
looking for some cheap thrills, each game has its 
own twist on Sin City’s main attractions. —Curis S. 


The Big Deal Pick Your Game 


With both a collection of + Baccarat 
house games and of poker * Blackjack 
games, Sega Casinoislooking —* Craps 

to provide the broadest gam- *Keno 

bling sim available. Once + Roulette 
you've honed your Skills in + Texas Hold ‘Em 
single-player tournaments + 7-Card Stud 
and in free play, you'll be able +3 Video Poker Games 
to take on up to four friends 

at multiple poker variations, 

as well as blackjack. 


Unlike the other gambling + The Big Six Wheel 
games coming out, Golden + Blackjack 

Nugget Casino DS doesn’t *Craps 

include any forms of tradition- »* PaiGow 

al poker. But the inclusion of + Roulette 

Pai Gow poker and a Jarge * 8 Slot-Machine Games 
variety of slot-machine games + Video Blackjack 
makes for a well-rounded + Video Poker 
Vegas-style experience. 

Details about multiplayer are 

Still vague, So look for more 

Info in the next few months. 


It’s called the Texas Hold ‘Em + Blackjack 
Poker Pack, but this title fea- + Canasta 
tures all kinds of nongambling + Euchre 
games. Chailenge your friends * Hearts 

to a wireless round of hearts «Spades 

or euchre, or let your parents + Texas Hold ‘Em 
play canasta at the country -5-Card Draw 
club while you're stuck in + 7-Card Stud 
class. As many as eight play- 

ers can join in for multiplayer 

action, depending onthe 

game, of course. 


with the head-to-nead viewof + Texas Hold ‘Em 
your opponent andaselection +5-Card Stud 

of tells to adjust your image, »5-Card Draw 
Majesco is looking to capture 

the tension that poker is *7-Card Basebal 
famous for, Six-player wireless 

action lets you test your skills 

with your friends, as well. But 

will Majesco’s efforts result in 

an ace-high flush or a busted 

straight? Find out in this 

month's review on page 120. 


PINOCCHIO 


BUZZ 
BOMBER 


Pinocchio fights like areal hoy! 


WAKA WAKA 


Joining the ranks of other beloved 
gaming mascots like Mario and Crash 
Bandicoot, Pac-Man is revving up his 
engine for his own kart-style racing 
game on the Nintendo GameCube. 
Touted by Namco as the fastest kart- 
racing game ever, Pac-Man World 
Rally is a nitro-charged tour through 
numerous themed tracks based on 
the Pac-Man universe, Including a 
haunted mansion where cartoon zom- 


So the Man in the 


bres and other ghouls wander about; 
the waterlogged Pirate Cove; an 
outer-space course called Lunar 
Launch, featuring aggressive aliens 
and low gravity for extrahigh jumps; 
and Molten Mountain, set amongst 
underground caves and boiling lava. 
World Rally also features multiplayer 
Battle Arena matches, in addition to 
the requisite weapon power-ups, 
which will be specifically Pac-Man- 


The Race Is On for 
Pac-Man and Crew 


He’s been around for 25 years and he’s finally got his driver’s license. With other Namco 
legends entering the race, Pac-Man World Rally could gobble up the competition. 


themed—such as Power Pellets that 
let you eat your opponents. Fourteen 
other Namco characters will join Pac 
Man in putting the pedal to the metal, 
such as Ms. Pac-Man, Pac-Man Jr, 
those nefarious colored ghosts and 
Pooka from Dig Dug. Let's hope 
Kionoa is on the guest list. Developed 
by Smartbomb, Pac-Man World Rally 
shauld see the green flag drop in sum- 
mer 2006. ~Curis H. 


You can smash right through 
stained-glass windows in the 
haunted mansion course. 


Pooka, from Dig Dug, is one of Pac- 
Man World Rally’s quest stars, 


OSieRI0F 
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The gaming world has lots 
to buzz about this month. 
And the Nintendo Wi-Fi 
Connection makes it even 
buzzier. 
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10-24 
We are sooo 


flipping out. 
Metroid Prime 
Pinball is one of 


10-25 
National holiday for 
The Sims 2? 


the shocks of (or whatever your style humiliate your 
the season. sense 1s) when friends in a 
Find out why sims hit social setting out for a WI-FI 
with our review GCN, GBA than to spank 
on page 109. and 0S in ‘em ina Mario to show up the 
three differ- Party. The rest of the 
ent games that seventh go- nation at 


Celebrate life, liberty and 
the pursuit of Gap-iness 


pledge allegiance to 
customization 


11-7 11-14 


Mario throws fowa, meet Ohio. Two monsters of 
aloud party. In Mario Kart DS. gaming oar. 
There’s no sim- Think your state is You know tt’s a 
pler way ta the best at Mario big day when 


tound for the last 
series (and the 

second for mic 
action) will 
give you fresh 
ways to smack 
‘em silly. 


Kart action? If you 
take Mario Kart DS 


spin, you'll be able 


11-22 


Sonic Rush rushes 
the DS and King 
Kong puts a 
headlock on ail 
three systems. 


Yoshitake 
Amano’s 
illustrations 
set the 
tone for 
Final 
Fantasy IV's 

emotional A ry 


storyline. 


FANTASTIC IV 


Not Final After All 


The most influential RPG of its time, Final Fantasy IV, finds new life on the GBA. 


Proving that RPGs were more than character 
building exercises, Final Fantasy IV (released as 
Final Fantasy Il on the Super NES in 1991) pulled 
players in with its deep story and dramatic flair. 
The tale of a dutiful knight, Cecil, who sought 
redemption for destroying an innocent village trig: 
gered tears in ald-school gamers and paved the 
way for a new level of sophistication in the RPG 
genre. With the December 12th release of Final 
Fantasy IV Advance for the GBA, North American 


players will experience the game's full story ona 
Nintendo system for the first time. The game 
includes a restored difficulty fevel that was 
deemed too much for North American RPG new- 
bles in the early 90s, as well as scenes and dia- 
logue that debuted in the 2001 PlayStation version 
(part of Final Fantasy Chronicles). In addition, the 
GBA version alsa adds a monster encyclopedia 
simitar to that of Final Fantasy | & iI: Dawn of Souls 
(but updated with FFIV creatures), a music player, 
a training area, new interface design and an exclu- 
sive 50-floor dungeon. That’s enough to make 
Final Fantasy fans weep with joy all over again. 
—GEORGE S 


Final Fantasy lV added timing elements to the 
series’s turn-based battles. 


TLOVE Tri 


GCN and DS 
Reap Harvest 


Two ground-breaking Harvest Moon titles (one for GCN, 
one for DS) are headed for North American soil. 


That’s right, folks—you heard it 
here first. Harvest Maon: Magical 
Melody for GCN and Harvest Moon 
DS are on their way across the 
Pacific. And what's more, both titles 
offer a number of features totally 
new to HM's already-bizarre 
universe. (Don't fret, Harvest Moon 
purists—the games stay true to their 
roots, too.) 

At first glance, Magical Melody 
looks like a throwback to Harvest 
Moon 64 (which many believe to be 
the best game in Natsume's beloved 
farming franchise) due to its art style 
and fixed camera angle (a la Animal 
Crossing). But the upcoming GCN title 
has something that most Harvest 
Moon games, including HM64, lack: a 
definitive goal. Rather than having 
little to no direction, you'll be 
recruited by the familiar Harvest 
Sprites to save the Harvest Goddess 
(who has been turned to stone) by 
collecting Musical Notes throughout 
the game. However, there's plenty of 
food to grow, animals to raise and 
mates to woo-these objectives are 
just cleverly worked into the game's 
plot. 

Furthermore, rather than waiting 
to release a girl version of the game, 
Natsume will offer you the choice of 
playing through Magical Melody as a 


Ny 


boy or a girl from the start. In addi- 
tion, Natsume has included some 
healthy competition in the form of a 
rival farmer. Each day, your produc- 
tivity will be judged against your 
rival's. And the competition doesn't 
end there—Magical Melody offers a 
slew of strange minigames, many of 
which can be experienced in four- 
person multiplayer mode. 

Harvest Moon DS feels more famil- 
iar than the GCN game, returning 
players to Forget-Me-Not Valley (the 
town from Harvest Moon: A 
Wonderful Life) and bringing back 
characters from both A Wonderful 
Life and Friends of Mineral Town. 
Stylistically, the game looks similar 
to Friends of Mineral Town, but the 
DS's second screen offers a variety of 
new ways to go about your daily 
business. Conversations and menus 
have been moved to the tower 
screen, which offers some unique 
touch features as weil. And Natsume 
promises “many surprises” that can 
be unlocked by inserting a Harvest 
Moon GBA pak into your DS. Though 
both new Harvest Moon outings look 
to be worthwhile affairs, we'll have 
to wait until early 2006 to get back 
in touch with our rural roots. 

—Anoy M. 
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Menus don’t break up the action in 
Harvest Moon DS. Select tools and 


It's a wonderful life in Forget-Me- 


other items using the touch screen. Not Valley. 
| 
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Does touching a cow’s udders gross you out? In Harvest Moon DS, chores such 
as milking cows and shearing sheep can be accomplished using touch control. 


My name’s Joe. 
Nice to meet you. 
This is my brother Kurt. 


Favorite Harvest Moon pastimes such as fishing and courting a love interest 
are back in Harvest Moon: Magical Melody, but you can experience them as 
either a boy or a girl. 
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GAME 


WATCH 
FORECAST 


We're going to go way out ona limb 
and guess what you’re doing this 
month: playing new games, maybe? 
Check out what’s ready for you. 


NINTENDO GAMECUBE 
AMERICAN CHOPPER: 


Fute THROTTLE ACIMISION 
Barnraro THQ 
BRATZ ROCK ANGELZ THQ 
CABELA'S DANGEROUS HUNTS 2 AcrIViSION 
Capeta’s Ourooar 
ADVENTURES Acnvision 
Cath oF Duty 2. B16 REO ONE ACTIVISION 
Chaos Fie EXPANDED 0-3 
Cii61 RoBo NINTENDO 
THE CHRONICLES OF NARNIA‘ 
‘we LION, THE WATCH 
AND TRE WARDROBE Disney 
CRASH TAG TEAM RACING VU Games 
DANce Dance RevoLUTION: 
Mario Mix Nintewoo ° 
Diswey/Prxar’s 
THE INCREDIGLES 
RISEOF THE UNOERMINER THQ 
Disnev’s CHICKEN LITTLE Disney 
Eo, Ena n Eoor: 
‘THe Mis-EoventuREs Mioway 
GREG HASTINGS’ TOURNAMENT 
PAINTaALL ACTIVISION 
Gun ACTIVISION 
Harey Porrer ano 
THE GOBLET OF FIRE FA 
Hanvest Moon Mactcat 
Metooy NaTsuMe 
Jpitts Bono 07 

ROM RUSSIA WITH LOVE BH 
KaRaoxe REVOLUTION Party — KONAME 
Kiney” NiNTENOO 
THE LeceNo oF Zet0a: 
TWILIGHT PRINcess Nintenoo 
LEGO Sra Wars 
THe Vigo GAME Fioos 
Mario PART 7 NinreNoo 
Marx Davis 
PRO BASS CHALLENGE Natsume 
MEGAMAN X COLLECTION CAPCOM 
‘Min-Gour Mavnem Conve 
THe Movies Activision 
NBA Live 06 & 

Neeo For Serta: 

Most WANTED fA 

NHL 06 fA 
Nicktoons: Nicktoons Unive! THQ 
Niwrenpo Pennant 

CHASE BASEBALL Nintewoo 
DAMA NINTENDO 
Pac-Man Worto 3 Namco 
PacMan Worto RALLY Namco 
Pever JACKSON'S KING KonG —_Uaisorr 
PRINCE OF PERSIA. THE 
Two THRONES Uaisort 
RAMPAGE. TorAt DESTRUCTION. MOWAY 
Room Zoom: RACE FOR IMPACT. JaLeco 
‘Shaoow THE HeoceHos Stas 
SHREK SUPERSLAM Acuvsion 
THE Sims 2 FA 
Sonic Rivers Seon 
SPONGEBoa SQUAREPANTS: 

Liens, Camera, PaNrs! THQ 

55K on Tour A 
STARCRAFT: GHOST VU Games 
Supeg Masso STRIKERS Ninrenoo 
TEEN Titans Majesco 
Teenace Murant 

Nanya Turns 3. 

MUTANT NIGHTMARE Konan 
Tom CLancy’s Guost Recon: 
ADVANCED WARFIGHTER Usisorr 
Tom Ceancy’s 
SpuinTeR CELL 4” Usisorr 
Tony Hawe's 
AMERICAN WASTELAND Activision 
TRUE Cate. New York City ACTIVISION 
Ty THE TASMANIAN TIGER 

Necit oF THE Quinkan. Activision 
Utrsnate SerneR-Mane Activision 
‘Viewriut joe; Reo 

Hor Rumete Capcom 
‘Wort CHAMPIONSHIP POKER CRAVE 


ANNOUNCED 
iy DEVELOPMENT 
[- Reaoy ror Retease 
Game Tine PusLisHR 8 0e 
Gante Time PususHER © — NEW GAMES ADDED TO THE LIST 
Ale) DRRELEOAREIO TE 
Disnev/Prxar’s 
eens sae cr Activision pala et THQ 06 
MEM LEGENDS Ik ‘ 
TAMAGOTCHI TALE Ge ct eres - penn Tac Ef 
fi farce Beut!: Mamooo BATTLES BaNDAI SE OF THE UNDERMINER 
Back when we heard ita Otswev's Kim PossiBie : 
Tamagotchi DS game was Gal ADVANCE Kramunicaron Olsney 
5 Disney's Lizzee McGuine & 
in the works, we had happy Aromic BETTY Namco eee Wieesunarat Disney: 
BACKYARD SKATEBOARDING ATARI one eay 
thoughts about virtual pet BARNYARD THQ SUPERSONIC WARRIORS 2 Arar 
games. And then we found bear atloaeat a THQ oases oor owael 
a HE CHRONICLES OF NARNIA: RAGON Quest MONSTERS” QUARE ENIX 
out Tamagotchi: Corner Tue Liowy, THE WircH zs 
2 2 AND THE WARDROBE Disney ee0 Domnsry Waarions Kau 
Shop, due in early ‘06, is Distey/PIKaR’s eG Monster Heroes Square ENx 
. THE INCREDIBLES: ELECTROPLANKTON, NINTENDO 
instead a youngish shop Rist OF THE UNDERMINER THQ Europa Univesaus # Pocker PC 
sim driven by minigames. Desneey's Cracuen Lavrue Oisner FIFA SOCcER 06 FA 
Desay Crnnewelta Fintat FaNTase Ut SquARE ENIx 
We were sad. Then we saw MaGtcaL DREAMS Disney teats, 
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“this one’s 
— a.winner.~ 
«IGN 


When a mysterious crime 
syndicate descends on the 
set of Captain Blue’s newest 
_ mavie and makes off with the 
film, Joe rushes to the rescue. 


"» Zoom in.on the actian to solve 
min n rp 


. Split the lower screen to move 
objects and overcome abstacies! 


FOR THE NINTENDO OS™ 


ane la hormartes of Winiende. ©2004 Wetens. 


NINTENDOIS G a Xe LOVER 


TENSS 


INES ARE Be YER 


* \ At bh bd bob 
See MLV EE ME 


FOR THE NINTENDO GAMECUBE™ 


Captain Blue is casting for the lead 
in his new action movie and the 
competition is Red Hot! 
° Electrifying Single and 
Multiplayer Action! 
¢ Score points by skillfully;using 
wers! 


* Intense Head-to-Head Fighting! 
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UNLIMITED FREEDOM 
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customize our LOOKS, cS, DECK’ 
and TRICKS - all in game 
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GAME, SET (2 


MATCH 


OK, so Nintendogs has finally convinced your significant other to 
give video games a try, but what’s the next step in getting her 
completely hooked on your favorite hobby? Well, that depends 
on how enthusiastically she’s taking to the gaming scene. To help 
gauge her interest, we’ve listed 12 situations below, along with 
four highly probable responses for each. Just choose her likely 
response, check the results on the accompanying table, and 
voila!—a foolproof guide toward gaming-couple bliss. 


For our female readers with gaming-impaired 
boyfriends, we apologize for the constant use of 
words like her and girlfriend. Just pretend it 
says him and boyfriend or whatever, and 
everything should be just peachy. Although it sure 
would make question #4 weird. 


You're about to stick in Resident Evil 4 for a 

speed run with the Chicago Typewriter. 

Your girlfriend: 

a. mentions that you almost flunked typing class 
because you play too many video games. 

b, asks you the three places evil resided before 
Chicago. 

¢. paints out that real gamers play on Professional 
mode. 

d. puts a burlap bag on her head, runs to the shed 
and starts up the chainsaw. 


2. When your girlfriend suggests you go ona 

road trip, you start packing turtle shells and 

bananas in your luggage. She: 

a. hops up and down on your suitease until the 
shell: pulverized. 

b. commes bout how you must have leamed ta 
cook from your dad. 

c. asks why you aren’t bringing mushrooms as well 

d. insists on sitting intheback samemtrshe can get 

..---hetter aim at passing cars. = 
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You ask your girlfriend to edit your art-class 
midterm essay on the impact of Mario Painton 
American culture. She: 

a. thinks you’ve “been inhaling some Mario Paint, if 
you know what | mean.” 

b. changes all instances of the phrase “Mario 
Paint” to “Etch A Sketch.” 


c. forgets to do it because she spends the afternoon 
playing the fly-swatting minigame instead. 

d. says you shouldn't disregard the impact of Virgin 
Interactive’s Color a Dinosaur either. 


For your girlfriend’s birthday, you buy hera 
pink dress, parasol and tiara, then you put ona 
red shirt and blue overalls and invite her to anice 
restaurant. What happens? 

a. She tells you to save it for Halloween. 

b. She brings only the parasol, which comes in 
handy when you're asked to fix the plumbing. 

c. When you arrive at dinner, you find a note saying, 
“Your princess is in another castle.” 

d. Everything goes great until she tries to float. 


You haven't taken the Smashing... Live! CD 
out of your player for six weeks. The next time 
you hit the play button, your girlfriend: 

a. sticks chewing gum in her ears. 

b. says the album would be so much better if 
performed by 50 Cent. 

c. suggests listening to your imported Final 
Fantasy: Crystal Chronicles soundtrack instead. 

d, headbangs to the Mach Rider tune, like always. 
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VOU KNOW THEIR Names. 
NOW PLAY THEIR(GAME! 


Who is Ed's bossy baby sister? / Coming 
‘Novem het 
I ‘4 2008! 


Or) ate a end street where the shes 
= see 
Aes -* 


: )) Jonny 2x4’s best friend is a 
4 


Eddy knows the secret recipe for the El Stink Bomb. 
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THEM) Mis: EDVENTuURE. 
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— 0 to www.midwaycartoon.com ‘ 
wm‘ andenter the secret code | 
‘=e from above to unlock 
more Mis-Edventures. 
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SOFTWARE] 
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7. You've throwing a party atyour house, 
- gard to get things really rolliagyou whio 
Out an NES Power Pad and hegint toparty 
like it's 4988. in response, your girltriend: 
see i to play Twister. 


b. suggests.you try doing som@thing 


invented more recently thanthe 
Paleozoic period. 
c. digs out your copy of World Clat 
qT 


d. tells you to put that thing away and 
brings out R:0:8 


Entering the third hour of your exploring the 
possibilities of the Revolution controller over 
dinner, your girlfriend finally: 

a. falls asleep face-first in the lasagna. 

b. shoves a WaveBird in your mouth, sideways, to 
shut you up. 

¢, exclaims that Revolution would be perfect for a 
Hogan's Alley sequel, 

d. tells you you're ignoring how cool a Revolution- 
controlled Zelda fishing minigame would be. 


GAME, SET 
MATCH 


At your girlfriend’s family reunion, you slip 
and call her grandmother “Wrinkly Kong” to her 
face. Your girlfriend: 

a. is confused and horrified, and won’t speak to 
you for days. 

b. explains to Grandma that you haven't taken your 
medication yet. 

¢. tells you to shut it and go play with her 
cousin Kiddy. 

d, presents Wrinkly with a new pair of dentures 
and two crates of bananas. 


You blow off your plans to go to the mall 
with your girlfriend because you're too busy 
playing the final game of a full season of MVP 
Baseball 2005. She: 

a. “accidentally” loses your Memory Card. 

b. explains the intricacies of the Pause button. 

c. contemplates playing Diva Starz: Mall Mania 
instead, but thinks better of it. 

d. forgets the mall, grabs a bag of chips, breaks out 
the foam hand and sits back to watch the game. 


12. You take your girlfriend to the zoo, then 

complain that there’s ne Goomba exhibit and that 

all the Klap Traps were in their caves. She: 

a. explains they're probably endangered. 

b. teils you they're kept with the unicorns. 

c. helps you paint the hedgehogs blue as 
consolation. 


d. isn’t paying attention, as she’s busy jumping on 
turtles to knock them out of their shells. 


Know the Score 


Now that you’ve analyzed these highly realis- 
tic scenarios, it’s time to tally the total. Just 
award one point for each “a” answer picked, 
two points for each “b,” three points for 
every “c” and four points for each “d.” Easy, 
huh? Now we turn to our scientifically proven 
Matchmaker 3000 for the results: 


18 and lower: things aren't ooking so 
hot. Puppy sims are probably your best bet 
for now. If you try to play anything more com- 
plex than Meteos, you're asking for trouble, 


19-30: vourre making progress, but you'd 
best stick to something casual, like Donkey 
Konga, Mario Party 7 or Mario Kart DS. You 
can try team-sports games like Mario 
Superstar Baseball if she’s into that. 


31-42: youre definitely ready for the next 
step. If she’s ready to go solo, a quality game 
like WarioWare: Touched! or Super Mario 
Sunshine is the ticket, or you can keep her 
company with games like The Legend of 
Zelda: Four Swords Adventures or X-Men 
Legends 2. 


43 and UP: she can probably kick your 
butt at Soul Calibur tl, and you're an idiot for 
not noticing sooner. Get her Metroid Prime 2 
Echoes, Viewtiful Joe, Gunstar Super Heroes 
and a wedding ring ASAP. 


And there you have it! 

Now if your next romantic gaming evening 
doesn’t go as planned, you have nothing to 
blame but your own ineptitude. Good luck 
with that. 


HEART SURGERY AND TUMOR REMOVAL MIGHT. 
i LOGK EASY FROMTHE MORPHINE END, _ 

BUT HOW BO YOU THINK THE DOCTOR FEELS? 
WELL, YOU'RE ABOUT TO FIND out! 


§ "THE COOLEST THING I'VE SEEN 
WITH THE TOUCH-SCREEN YET...” 
‘ - GAMESPY 


3"... TRAUMA CENTER REALLY SHINES IN 
TRE Way (T MIMICS THE EXCITEMENT AND 
BACING OF REAL-WORLD OPERATIONS..." 
~-GameSpor 


THE PATIENTS’ LIVES ARE IN YOUR HANDS! 


TRALIMASCENTER’ 
\ UNDER TIE KNIFE 
as 


EPS —<- ; Laser 


Will 8 steady hand and a 
‘wen eye you can extra 
Sermful materials frat wre 
patients and pick up 
sslicate objects like 


Het he a 


This razor sharp 
instrument is the doctor’ 
main weapon. Use it to 
make incisions or remov 
tumors and other object 
4 that don't Galargtiethe 
yt human bady 


The pinnacia of technotogy 
in modern medicine. The 
laser can eradicate even 
the most malitinani of 
tumors. Be careful when 
_ | Wielding it, as powerful as 
| LS, you Mighl cause nore 
harn than good with one 
missed stroke. 


THE Nintenoo DS. eur — THE GPERATING TABLE WITH 10 DIFFERENT INSTRUMENTS AT YOUR 
SURGICAL DISPOSAL EREK STILES; YOULL EXPERIENCE ALL THE ORAMA WE'VE COME 

TO EXPECT FROM THE M 6) S06 GG AHEAG) TOSS GN SOME SCRUBS AND STEP INTO THE OR. 

“T'S TIME TO PLAY DOCTOR! 


ATLUS 
WWW.ATLUS.COM 


2005,ATLUS: +0 tomes ae + ee > ratings vor ‘Tecermark of the Enterisininent Sokware Association 


Tony Hawk's American Marry Potter and the Goblet 
Sksland Pg. 34 of Fire P; 


‘Mega Man X Collection Need for Speed: Most 
3 Wanted Pg. 42 


From Russia with Leve The Chronicles of Narnia: 
The Lion, the Witch and the 
Wardrobe 


InTime Pe. Or. Mario and Puzzle League 
Marlo Party7 © 


Gr8 Grinds 


PLATFORM: DS/GBA * PUBLISHER: ACTIVISION 
DEVELOPER: VICARIOUS VISIONS * RELEASE: NOV. 2005 


From wallplants to face plants, P 

Activision’s Tony Hawk skateboarding series has 

always had the moves. With American SkSland for 27 oe si, Sit! 
the DS, the series makes a huge move-to cyber- 7 a BOP 
space, Hopping onto the DS Wi-Fi bandwagon, 
American SkBland allows sk8r boys the world over 
to go head-to-head and upload scores, stats and 
even ghosts that show a skater’s path through the 
game's seven California-based locations. Finally, 
your friends across the continent will be able to 
see and try to keep up with your skating skills. 

Mirroring the main features of the recent 
American Wasteland GCN title (customizable char- 
acters, line-loaded locations), American Sk8land is 
a retin to THPS form, forgoing THUG’s outlandish 
stunts for a purer skating experience. Though you 
can transition from one area to the next in the DS 
game as you do in the GCN title, the layouts and 
some of the destinations differ in the Ds title. 
While Wasteland is centered in L.A., Sk8land trav- 
els to Alcatraz in San Francisco, and a Vans- 
themed skate park. Another location, the Sk8land 
Warehouse, evolves as you earn cash and buy 
pieces for it. The 3-D play on the DS version's top 
screen is rendered ina cel-shaded style that isnew 
to the franchise, but it fits with its famous larger- 
than-life tricks and big air. 

Sound effects are specifically designed for the 
DS, ton. You can record your own samples to play 
during special-trick execution, and listen to 13 
punk tracks from the likes of Green Day 
(“Holiday”), Black Flag (“Rise Above”) and The 
Dead Kennedys (“California Uber Alles”). 

The Game Boy Advance version follows the 
same 2-D scheme as previous GBA Tony Hawk 
titles developed by Vicarious Visions, but adopts. 
the Sk8land cel-shaded art style. tt also features 
seven locations, such as Hollywood, Cohoes and 
the Vans Skate Park, and an open-skate-oriented 
story mode. Both handheld versions include 
Classic mode, which challenges you to accomplish 
goals within a time limit, and multiplayer modes 
such as Trick Attack and Horse. 

Throughout their history, the Tony Hawk titles 
have pushed the freestyle-sports genre to new 
extremes. Now the Sk8land games—especially the 
DS version—catch big air with innovation and 
originality. —Grorce S. 


A touch-triggered minigame lets 
you recover points from spills. 


The DS's top screen shows a 3-D view. The bottom screen displays a 
map and touch-sensitive special-moves triggers. 


The Bert Slide is a new trick for all of the latest 
Tony Hawk titles; also new are variations of the 
top-of-a-hydrant Natas Spin. 


If you're going to be a skater, you've got to look 
the part. 
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PLATFORM) GCN » PUBLISHER: Carcom 
DEVELOPER: CAPCOM * RELEASE: HOLIDAY 2005 


Already conquered all three versions 
of Mega Man Battle Network 5? Itching for more 
action after blasting through Mega Man Zero 4? 
Then Capcom has just the thing for you: Mega Man 
Collection. Offering the first six chapters of the 
X-cellent Mega Man X series—three from the 16-bit 
era, three from 32-bit times—this anthology chron- 
icles the adventures of Mega Man X and his tragic 
partner Zero as they battle the evil Sigma and his 
army of Maverick mechanoids, Though the X serles 
adds new elements to the Mega Man mythos, like 
the ability to climb walls and equip various armor 
upgrades, at their cores the games feature the 
Same appealing hook as the original Mega Man 
titles: the ability to steal the enemy bosses’ 
weapons. Not only do the weapons let you exploit 
other bosses’ weaknesses, but they can affect the 
environment and open otherwise-hidden areas, 
Each entry in the collection also adds new nuances 
to the gameptay, like the introduction of an air 
dash move in X2 and multiple armor types in X5, In 
addition, MMXC includes Mega Man Battle & 
Chase-a kart-style racer that's never been 
released previously in North America—and bonus 
content such as Mega Man X artwork. Considering 
the quality of the original games, we have high 
hopes forthis compilation, —Curws 1. 
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- @ The animal-themed bosses of the 
eed el loomed iol foot iol ieeeeeeet, X series present quite a challenge. 


This sizable foe is one of the first 
enemies you'll face. 


Man, what ts up with Sigma’s 
obsession with robot insects? 
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Timeless 
Adventure 


PLATFORM: DS * PUBLISHER: NINTENDO 
DEVELOPER: ALPHA DREAM * RELEASE: NOVEMBER 2005 


it all started when that wacky scientist 
Professor E, Gadd created a time machine pow- 
ered by a special Cobalt Star. No, actually it began 
many years before that, when a young Prince 
Bowser tried to kidnap a baby Princess Peach right 
before baby Mario’s and baby Luigi’s eyes. Er, wait. 
Maybe it all began when a bunch of creepy, purple 
mushroom-shaped creatures from the planet 
Shroob decided they needed a new home and 
invaded the Mushroom Kingdom, Truthfully, the 
specifics don't matter, What matters is that it all 
adds up to a time-twisting RPG in which Marlo and 
his ever-abused brother, Luigi, team up with their 
baby selves to rescue Princess Peach, thwart the 
allen attack and collect the Cobalt Star shards 
heeded to do both. 

As inthe original Mario & Luigi title, Superstar 
Saga, the brothers will be able to use their many 
abilities to traverse the world’s tricky terrain— 
from the tropical paradise of Yoshi's island to the 
sweltering peaks of Thwomp Volcano.to the shin- 
ing pathways of Star Hill--but things are a bit dif- 
ferent this time, due in io small part to the tots 
Fiding on Mario arid Luigi's backs, The bros can 
toss the babies from their backs at any time, 
granting the tykes access to out-of-reach areas, 
and each duo has distinct powers. The adults, for 
example, have their Ball Bros. move, which turns 
the pair into a multipurpose spinning sphere; the 
young ‘uns use a spitting move in which little Luigi 
hammers his brother on the noggin to make him 
spew water. (We don’t recommend trying this in. 
real life.) 

The quartet can also team up in battie using 
Bros. (tems (which replace the Bros, Attacks from 
the previous game) that Jet you multiply your 
offensive power through chains of timed button, 
hits. These item-based attacks include Bro 
Flowers, which the boys use to nail their foes with 
waves of fireballs; Smash Eggs, which the bros 
smack back and forth into enemies, volleyball- 
style; and the Pocket Chomp, in which a Chain 
Chomp chases one of the siblings around the 
screen, clobbering enemies in the process, The 
brothers will need every advantage they can get, 
too—the Shroob menace includes a variety of 
impressive, innovative bosses. 

Like its predecessor, Partners In Time featuresa 
fantastic localization (witness the Hanimer Bros., 
who indulge in self-mockery after talking 
in L33T-speak) and plenty of nods to past 
Marjo games. Partners in Time is clearly 
another great adventure in the making. 

—Cnnte H. 
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Fire Fighter 


PLATFORM: DS/GBA * PUBLISHER: ELECTRONIC ARTS 
OeveLopeR: EA UK 
RELEASE: NOVEMBER 2005 


Departing from the RPG adventures of 
GBA titles past, the DS and GBA versions of Harry 
Potter and the Goblet of Fire are packed with 
action, and the attack spells are flying. The single- 
player adventure in both versions follows friends 
Harry, Ron and Hermione from the Oeath Eaters’ 
Opening blitz at the World Quidditch Cup campsite 
to the face-off against Voldemort at the Riddle 
family gravesite. Along the way Harry participates 
in the Triwizard Tournament and the Hogwarts stu- 
dents even find time to go to class. The bulk of the 
game's 11 levels show an isometric view of the trio 
taking on Dugbogs, Bowtruckles, Red Caps, 
Salamanders and other creatures from the Harry 
Potter book series in huge areas in and around the 
school. At the beginning of the level you select 
which character you'll control directly; the others 
will offer help in fighting enemies and lifting heavy 
objects. The characters have identical magical abil- 
ities, but they vary in attack power, speed and 
defensive strength, To advance from one area to 
the next, you must defeat the enemies, move 
objects and solve simple puzzles—fix a broken 
block using Repairo, for example, and use it asa 
stepping stone to cross a stream. 

Providing a break from the battles are the 
rhythm-game-style Yule Ball level and the 
Triwizard tasks, which have Harry flying and swim- 
ming through physical challenges. Both the DS and 
GBA versions offer multiplayer options. In the GBA 
game, players race each other through the 
Triwizard events anc compete In the Yule Ball. In 
the DS version, players can duel each other and 
connect for Care of Magical Creatures sessions. The 
Magical Creatures side game has similarities to the 
Chao minigames thal appear in Several Sega titles 
and is also a slight nod to Nintendogs: you can pet 
your Niffler or Blast-Ended Skrewt using the touch 
screen, and toss toys to them, 

The touch screen is integral to the DS version’s 
dueling bonus game, too. Some enemies trigger a 
one-on-one interface that sets up a turn-based bat- 
the. When it’s your turn to attack, you choose 
between three types of magic. One attack requires 
you to trace wavy lines on the touch screen. The 
others challenge you to tap or connect magical 
bursts on the screen, 

The game's replay value on both platforms 
comes fram the collaction of cards and bonus 
unlocking Triwizard Shields. You can return to 
areas that you've already cleared to search for the 
items, 

Like the GCN version, the two handheld games 
are set to launch a week before the film's 
November 18th opening. 

—Georce S. 


38 NINTENDO POWER 


§ Your stylus is a magic wand in DS 


duvls, both during the adventure 
and in two-player matches 


| The DS’s lower screen displays 
character status, along with bean 
and Triwizard Shield totals. 


Wingardium Leviosa plays a big part in both the 
GBA (pictured) and DS versions of the game. 
Lifting very heavy objects requires Al assistance. 


Cold-War 
Classic 


PLATFORM: GCN * PUBLISHER: ELECTRONIC ARTS: 
DEVELOPER: EA REDWOOD SHORES * RELEASE: FALL 2005 


To shake (not stir) things up abit, EA has 
broken into the movie vault to find the basis of 
this year’s James Bond game, From Russia with 
Love. The game follows the same story as the 1963 
spy classic, but adds locations and characters to 
round out the Interactive experience. One thing 
that hasn’t changed from the movie is the incom- 
parable talent of Sean Connery. Cannery provides 
hew voice work for the game, and lends his iconic 
image to the famed superagent. Adding their own 
talents to the production, pop singer Natasha 
Bedingfield and actress Maria Menounos voice the 
parts of the ubiquitous Bond girls. 

in the early gameplay we've seen, the cinematic 
quality of the game Is outstanding. Smooth cur- 
scenes highlight famous moments from the film, 
as weil as show off amazing production quality for 
avideo game; for example, realistic sound effects 
accompanying a fight between two of the main 
characters in a dining car add incredible depth to 
the scene. ; 

After EA's brief (and not very well-received) 
return to a traditional first-person view in 
GoldenEye: Rogue Agent, James Bond once again 
steps In front of the camera for From Russia with 
Love (the game uses the same control style as the 
monster hit James Bond 007: Everything or 
Nothing). 

But From Russia with Love isn't just Everything 
or Nothing with new characters and locations. 
Depending on how well you perform jn a level, 
such as how quickly you complete the mission and 
how many enemies you take out, you’|! earn skill 
points that you can cash in to open extra features. 
The extras include behind-the-scenes video clips 
of the making of the game, and unlockable multi- 
player characters. Bond isn’t only about shooting 
had guys and rescuing beautiful women, either— 
he actually does a little spy work once in a while. 
Secret documents you'll find around the levels 
earn you research points and allow you to upgrade 
your weapons in categories such as firing speed 
and ammo capacity. 

it wouldn’t be a Bond game without awesome 
gadgetry and cool vehicles. From Russia with Love 
loads you up with the latest technology, from laser 
watches to remote-controlled helicopters. 
Additionally, you'll find yourself roaring through 
the streets of Budapest in Bond’s custom Bentley, 
blasting off into the hight strapped to a jet pack or 
roanning a mounted machine gun on the back of 
aspeedboat. 

Look forward to reliving the legendary movie 
later this year. —Curis 5. 


For James, shootouts are just 
another day at the office. 


Nobody's ever looked better firing 
a gun in a white tuxedo than 007. 
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Minigame 
Gala 


>MARIO PARTY 7 


PLATFORM: GCN * PUBLISHER: NINTENDO 
DEVELONER: HUDSON SOFT * RELEASE: NOVEMBER 2005 


Call your friends, stock up on seven-layer 
dip and crank up the music—it’s time for another 
Mario Party. All the cool kids are coming: Mario, 
Yoshi, Princess Peach, Toad and Toadette (hubba ’ 
hubba). Oh yeah; Luigi and a few others will be Every few turns, Bowser gets to 
there too, and even two newcomers have been wreak havoc with this star- 
invited—Birdo and Dry Bones—although you might stealing dark stas, for example 
need to do something special to make them show. 
There's gonna be games and a live mic, and | hear 
they've got a gorilla hosting his own festivities. 
(You can't have a proper party without a party 
gorilla) That Bowser jerk will try to crash the 
scene, but rifling him up by thwarting his plans is 
half the fun. Well, maybe a third. 

If you've been to one of these bashes before, 
then you pretty much know the drill: hit the Dice 
Block, move across the board, collect coins, buy 
stars and engage in all manner of 
minigames, The minigames are what Mario 
Party has always been about, and this edi- 
tion has more than 80, including such 
bizarre offerings a5 Buzzstormer, where you 
race mechanical bees through a forest of 
dandelions, and Hop-O-Matic 4000, in which 
you have to press the correct button 
sequence to control an unwieldy robot. 

Asin previous Mario Party titles, 
minigames come in numerous varieties, 
including three-on-ones, two-on-twos, four- 
way free-for-alls, special DX-themed 
minigames (such as Jump, Mana barrel- 
hopping obstacle course reminiscent of the 
original Donkey Kong game) activated by landing 
on DK spaces, vaice-controlied minigames that use 
the included mic, and punishing Bowser 
minigames that threaten to steal your hard- 
earned booty. But most promising of all are the 
new eight-player minigames, which have two play- 
ers sharing each controller; this mode has awe- 
some potential at real-life parties. 

Adding extra spice to the proceedings isa 
Boswer meter that grows after each round of play. 
When it fills up (every six turns or So), the testy 
Koopa king releases his rage in any number of 
ways: stealing coins, taking stars or otherwise 
messing with the game board (like replacing safe 
spaces with Bowser-game spaces). If that weren’t 
trouble enough, Koopa Kid spaces also cause trou- 
ble by, for example, forcing players to trade places 
or swap coins. 

with all the time he spends rescuing princesses, 
racing karts and playing sports, it’s nice that Mario 
still finds time to kick back and party, and nicer 
still that this year’s edition is shaping up to be 
great fun. —Curis H. 
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dark and sinister-looking. 
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Someone has 
been watering 
these dandelions 
way too much. 


AND TO CONSOLES IN EARLY 2006 
wares. 


; ; 
% a 
. —_ ~ NINTENDO 
22| PlayStation  -” S GAMECUBE. 
DC LOGO, TEEN TITANS and all reiatad characters and slements ere wacemarks of and © DC Comics. WBIE LOGO: Te & © Warner Bros, Entectainrment Inc. - a 7 : 
TITANS Sefware © 2086 Majesco Entertainmant Company. Al Ri; jhts Reserved. Developed by Artificial Mind & Mevemant (AZM). All Figen Reserved, The ratips lena ta rademack of tee Externinunact Sctwere Aegoeieéen. TM, @ Game Bey Avance and Mintands GameCube are mndevnait of 
: ’ 
incnent | te 


S e 
Thrills 


PLATFORM: DS/GBA > PUBLISHER: ELECTRONIC ARTS 
DEVELOPER: EA CANADA * RELEASE: NOVEMBER 2005; 


Vou say you want to be notorious, look hot 
and earn the respect of your fellow gearheads? 
Make your dreams come true by taking Need for: 
Speed; Most Wanted for a spin on either Nintendo 
DS or Game Boy Advance this fall, The latest edition 
of Eé’s urban racer combines the intense police 
chases of Need for Speed: Hot Pursuit with the 
street racing and tuner culture of Need for Speed 
Underground and NFSU2. Although you might think 
that a conspicuously pimped ride would make it 
easier for the cops to haul you In, keep in mind that 
they Have to catch you first, and the performance 
upgrades available in the Safehouse will give you an 
edge over those Crown Vic cruisers. As for looks, 
you'll be able to choose paint, rims and vinyl! decals, 
and creative DS-version drivers will be able to draw 
their own custom decals on the touch screen. Of 
course, your street cred is just as important as your 
rap sheet, so you'll have to win lots of races to build 
respect. You'll do that in Career mode, competing in 
point-to-point, circuit and knockout-style races. 
Barricade challenges will pit you against the long 
arm of the law while boss races put you face-to-face 
with the best CPU drivers in the game, As if evading 
the cops and keeping your competition in the 
rearview mirror isn't enough of a challenge, you'll 
also have to weave through oncoming traffic. Each 
Career-made chapter presents you with four races, 
including one against a boss driver. As the game's - 
difficulty ramps up, you'll require ever faster, bet- ~ Whether you're the next Picasso or just 
ter-handling cars, which you can purchase In the i ie a scribbler who thinks a Zelda-inspired 
Safehouse or build by upgrading the ride you ~ : == torch on the side of your Golf would 
already own. The stock vehicles include everything look cool, the DS game’s paint program 
from a boxy VW Golf toa sleek and powerful - - lets you diaw il your way, 
Porsche Carrera GT, (! really, really want that car,) ‘ 
Two-player wireless LAN races are available on the 
DS, but you'll have to link up with cables to chal- 
lenge a friend on your GBA. Both Most Wanted ver- 
sions took and handle great compared to the majar- 
ity of handheld racers, but the edge goes to the DS 
version for its smooth 3-D graphics, excellent sound, 
wireless multiplayer and exceptional overall per- 
formance. With Mario Kart DS also at the starting 
a Oe MCU ec lag § Blocky graphics aside, you've got ta wonder how the driver 
ing fans. —Somr P. of that orange van in the GBA screenshot below can see 
through the windshield. Visit a car wash, buddy! 


The cops are out in force, but they seem 
less effective at apprehending speeders 
than in NFS: Hot Pursuit. Maybe they 
just don’t care anymore. 
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www.NintendoWiFi.com 


Brand new tracks combined with the best ones 

from past Mario Kart games give you a total of 
over 30 courses! Not only that, but with the new 
Nintendo Wi-Fi Connection “there's always someone 
to play." Now you can race your favorite Mario 
characters over the internet and take on the world! 


Put it in gear and race down ta 
Best Buy to get Mario Kart DS! 


Double Dose 


PLATFORM: GBA» PUBLISHER: NINTENDO 
DEVELOPER: INTELLIGENT SYSTEMS * RELEASE: DEC. 2005, 


Agreat puzzle-action game wil! devour 
Your soul. When not playing it, you'll think of noth- 
ing else, With Nintendo's two-in-one GBA pak, you'll 
have two obsessions to keep your mind racing. Dr.. 
Mario, a game rivaling Tetris for puzzle-action 
intamy, will return to the GBA for a second stint, 
joined by a game that you might know better from 
the N64's Pokémon Puzzle League, or Pokémon 
Puzzle Challenge on the Game Boy Color. Stripped of 
its Pika-cuteness, the game boils down to an utterly 
addictive concept: By switching blocks only left and 
right, you'll strive to clear boards by lining up same 
colored blocks, three or more, up or across, while 
the field inches upward. It’s a real pressure cooker, 
especially when slabs plummet onto your pile with- 
out warning, Both games offer several single-player 
modes that change up the challenge, including Vs. 
CPU battles which, if you turn up the difficulty far 
enough), will either kill you or make you stronger. 
They're a very good way to muscle up your brain for 
the 2P matches also included in both games (you'll 
need the appropriate link cable).—Steven G. 


PLATFORM: GCN * PUBLISHER: BUENA VISTA GAMES 
DEVELOPER: TRAVELLER'S TALES/GRYPTONITE GAMES 
RELEASE: NOVEMBER 2005 


What's for dinner: 


beef or pork? Escaping from the reality of worid war 


li, four siblings discover a portal to a fantasy 
world In the game adaptation of Disney's 
Chronicles of Narnia fitm. Unlike the RPG-lite DS. 
version, which we previewed last issue, the GCN 
version is straight-up combat action with up to 
two players guiding the Pevensie children 
through winter battles against Centaurs, 
Minotaurs, Wraiths, Ankleslicars and more C.s. 
Lewis creations. Featuring 20 minutes of live- 
action footage from the film and additional voice 
work by the actors, the game elaborates an (he 
story's battles with each pair of characters coliab- 
orating to pult off unique combo attacks. The chil- 
dren also have their own specialities, such as 
Lucy’s ability to Use wolves to break through bar= 

How many times must we warn = riers. And in the big finale, the children enlist a 

you? Never open the scary door. 4 7 whole army of creatures to take on the White 

. Witch, The battle will allow you to use limited 
RTS-stlye commands, so prepare for along and 
epic struggle. —Georce S. 
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SPECIAL FEATURES: 
Play as your favorite mamodo fear 
Hate across ||'6 different stage: 


Featuring voice dcting by tie 
originat TV show cast. 
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Now Available on 


fe NINTENDO 
~” GAMECUBE. 


mela 


PlayStation.e CAME BOT Aree ae ear 
U 


MUrcorors Wall THe streets, AWlees WT Meal atiges 
ait OVery. Sane tian ia armed TO Che Cometh. WHCaliee (0 
the wild world of Gun. 
By Andy Myers 
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PROTE! 


The West Retold 


When movie screenwriter/history buff Randall 
Jahnson (The Mask of Zorro, The Doors) was prepar- 
ing for his first meeting with the Neversoft team 
regarding their wild West adventure game, he con- 


Gun’s characters span a 
nge of accupations. 


sidered bringing his black-powder Civil War pistol to 
“whip out in the middle of the meeting and show 
these guys that | really know what I'm talking 
about.” He talked himself out of it at the last minute 
for fear of being thought a lunatic. When Jahnson 
arrived at Neversoft headquarters for the meeting, 
though, he found Joel Jewett, Chad Finley and Scott 
Pease each holding vintage guns of their own. 

Gun's obsessed creators were not content with 
simply churning out a video game based on the wild 
West-they wanted to tell a great story as well. 
Neversoft and Activision brought in Jahnson to pen 
the saga and recruited a talented voice cast to give 
life to the script. Actor Tom Jane (The Punisher, 
Deep Blue Sea) plays the part of Gun’s main charac- 
ter, Colton White. Colton, like many others from his 
time period, is a cowboy fresh off the front lines of 
the Civil War. The game begins as Colton is reunited 
with his father, rugged mountain man Ned White 
(voiced by Kris Kristofferson), Ned guides Colton on 
a quick tour around the countryside (which serves 
as the game's tutorial) in which they hunt quail and 
deer, and even take down a pissed-off grizzly bear. 

Shortly after the tour, Colton and Ned wind up on 
a steamboat on the upper Missouri River. When an 
indian tribe and a corrupt, crazy preacher named 
Reid (played by Brad Dourif of Deadwood) attack the 
boat, looking for a secret treasure they believe to be 
in the hands of Colton’s dad, Calton gets his first 
taste of hand-to-hand combat. Before the vessel 
bursts into flames, Ned reveals that he is (drumroll, 
please) not Colton’s father. Ned White goes down 
with the ship, and Colton embarks on a quest for 
vengeance, and for answers regarding his own 
cloudy past. 

After the steamboat incident, Gun opens up into a 


massive, free-roaming 
experience spanning 
the New Mexico coun- 
tryside. Colton must 
acquire a horse and 
make his way to Dodge 
City (the first of multi- 
ple unlockable towns) 
in search of a prosti- 
tute named Jenny. The 
saga continues as 
4, Colton 
comes 
across new 

clues leading him to 
the much-larger town 

of Empire, New Mexico (loosely based on the real- 

life town of Las Vegas, New Mexico)—but it's up to 
the player to decide whether to advance Gun's 

story or to embark on one of many side missions. 
The game is afi about doing whatever you want, 
whenever you want. “We've got a great story that we 
want [the player] to experience, but we also want 
[the player] to experience what It's like to be out in 
the West,” explains project lead Chad Finley. 


I think that there is 
alot of that spirit—that 
true, of authentic spirit 
of the West—instilled 
into the game.” 

—Randall Jahnson, Gun Screenwriter 


To achieve this level of authenticity in Gun, 
Neversoft and Jahnson turned to a number of 
sources for inspiration. The acclaimed 
HBO series Deadwood is the most obvious, as it’s 
level of violence, language and disturbing behavior 


gage in'epgle 
Syshields. 
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— ij 
While on.horseback; Colton can-ttample 
enemies a5 well as shoot them. 


gets a run for its money in Gun. “The whole dark 
vision of Deadwood was certainly a topic of conver- 
sation between all of us,” Jahnson admits. He also 
cited other works: “We talked about movies like 
Little Big Men and The Wild Bunch, and all the films of 
Sam Peckinpah—these were all the great Westerns 
that | grew up on in the 70s." 

But it wasn't just movies that inspired Gun-it was 
the West itself. The Gun team looked through piles of 
literature, studying the lives of historical figures such 
as Wyatt Earp, Arkansas Dave Rudabaugh and Liver- 
Eating Johnson—not just the way they've been 
depicted in movies, but their actual lifestyles—to 
imbue Gun with a sense of realism. “I think that there 
is a lot of that spirit—that true, authentic spirit of the 
West—instilled in the game,” explains Jahnson. 


Gun In-Hand 

We recently got our hands on an early version of 
Gun, and the game's go-anywhere, shoot-anything 
atmosphere left quite an impression, Gun’s world 
spans large chunks of Nevada and New Mexico circa 
1880 and boasts no load time between areas. As 
Colton, you can travel through the many environ- 
ments on horseback or on foot. And unlike in many a 
Western film, the main character has no allegiance 
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Molotov cocktail courtesy of Colton White. 


toa particular horse (like the Lone Ranger’s Silver, 
or Roy Roger's Trigger)—Calton can take or leave 
horses as he pleases. Jumping on and off a horse is 
seamless, and in the version we played, the riding 
mechanics were spot-on, 

Whether on horse or on foot, Colton can engage in 
some serious gunplay. But guns aren't his onty 
weapons; he'll use bows and arrows, dynamite, 
molotov cocktails, dynamite strapped to arrows— 
Gun is all about carnage. Still, your standard pistol 
(or pistols, when you Jearn to dual-wield) is your 
best weapon. In Quickdraw mode, which switches 
the action midbattle from third-person to a 

in, slow-motion mode, you can quickly switch 
one target to the next with a flick of the Control 
Stick. The effect can last only as long as Colton’s 
Quickdraw meter allows, but the more accurate your 
shots, the longer the meter will stay full. So a skilled 
gunslinger can waik into a saloon, start a fight, enter 
Quickdraw mode and shoot the guns out of his ene- 
mies’ hands before they even fire a shot. 

Quickdraw is just one of Colton's many skills that 
you can improve throughout the game using an 
RPG-like experience-earning system. As you gain 
experience, you can bolster Calton’s skills in 
Quickdraw, melee attacks, horseback riding, overall 
health and more, allowing you to further personal- 
ize your game experience. You can earn extra expe 
rience in many ways, one of which is by scalping 
your enemies, There is a small window of opportuni- 


ty for scalping -you must do it after an opponent is 
shot down, but before he actually dies. 

erall presentation looks very promising, as 
well. Whether you're enjoying an exquisite sunset on 
the open range or admiring how realistically the 
blood of your fallen enemy splatters on a nearby tree, 
you'll be pleased with the graphics and environments. 
And the 75 fully motion-captured cut-scenes and well- 
acted voice-overs don't hurt, either. As Gun's screen- 
writer puts it: “So much has gotten across in the 
nuances of the animation, and the body language of 

, and the vocal delivery that the actors 
3 much is accomplished that way; much 

more than | expected, 


So Much to Do, So Much Time 
Gun’s Wild West vibe is amplified by the wide-open 
environment. The story is always looming over 
your head, but your hand is never forced. Colton 
can keep busy on the open plains by fighting ban- 
dits, mining gold for extra cash, hunting a variety 
of animals, happing from horse to horse—and 
that’s just the action outside of the cities. Once 
inside Dodge City or Empire, you can do just about 
anything you would expect in the W Inasaloon, 
for instance, you can stop by the card table for a 
friendly (or unfriendly) game of poker. You have 
the option to cheat at the card table—but the fur- 
ther you advance in the game, the more likely your 
opponents are to find 
you out. 

Bounty missions are 
also available from 
within towns. If you 
spot a Wanted poster, 
you can take on the 
mission and hunt down 
the criminal for money 
and experience. Other 
side missions include 
joining the Pony 
€xpress to deliver mail, 


or embracing the law 
deputized. 
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Hollywood 
screenwriter 
Randall Jahnson 
relied on his love 
ot American 
West history 


wiectt rirth bing the eettet fer Com 
He talked to us about the real-life 
hoodlums that influenced three of 


Gun’s key characters. 
4 “Hoodoa Brown was, in seal 
7] tife, the honorary mayor, 
and corones, and pistice of 
the peace of Las Vegas. And 
4) he was. aveal shady charac 


cer. As a.matter of fact, his 
uttimate demise is 
waknown. He skipped town 
with some money and a 
very attractive prostitute 
and was never heard from 


agam 


‘Arkansas Dave Rudabaugh 
played both sides of the law. 
He ultimately ended up dying 
tha gunfight ina kittie town 
un Mexico, ina cantina down 
there where he had mouthed 
sot: There was some gunplay 
ithat went.down, and he shot 
a. number ot locals, then a 
mob endedup Ng UP on 
himand fMaac hat ech 
Hhey cuit off his head, and put 
(Lona postat the edge of 
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‘Maarider is roughly based 
on a.guy named Thomas 
Katron who was the leader 
af the Santa Fe Ring, He, 
ispricatly, hecare the first 

| US senator at New Mexico, 
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Home on the Range 


Gun marks a new era for one of the most prolific 
development teams in the business—it’s one of two 
stellar titles Neversoft has fined up for this holiday 
season (see our Tony Hawk's American Wasteland 
review in this issue). Neversoft seems right at home i 
the West. Maybe it helps that Joel Jewett grew up in 
Montana, and certainly Randall Jahnson’s obsession 
with American West history helped with the level of 
detail. “I hope that everyone who plays [Gun] will be 


66 Gunand American 


Wasteland are by far 
the biggestand most _ 


complex titles we 
have ever worked on.” 


—Joel Jewett, Neversoft President 


Inspired,” says Jahnson, “or have their curiosity 
piqued, so that they'll want to go out and maybe 
check into the real- story of some of these charac- 
ters, or investigate exactly what the real-life West was 
like." If there was ever a doubt about Neversoft’s abili- 
ty to break away from its signature franchise, Gun lays 
it to rest. 

We have yet to play Gun’s full version. But we are 
nonetheless excited for the title, and for its possibili- 
ties. Neversoft has hinted at the of Gun being the 
beginning of a franchise. From what we've seen, 
though, it looks to be a tough act to follow. 


Interview with Neversoft 
President Joel Jewett 


Neversoft has worked primarity on Hawk for so 
jong now. What was it ike for the Gun team to 
hange gears? 

Changing dears has been a biast, but we dic 
more than that. A number of quys from the Hawk 
team assumed more responsibility for that fran- 
chise, while we moved some ot our senior people’ 

onto the Gun project. It has been a bot of hare 
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Gun's Ghickeraw tae de allows Colton to 
take out multifie jc mmies in a jiffy. 


As If atrows aren’! paintul 
‘Chougiahemeabout one with a 
stick of dynanmte strapped to itz. 
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work, but just think about if... by the time Gur 


and Tony Hawk's American Wasteland ship, in just 


two years we will have doubled the size of 
Neversoft, squared off into two solid teams and, 
including THUG2, we will have shipped three AAA’ 
titles... -the guys that work here never cease to 
amaze me, and |.am proud to be able to: make 
aames with them. | think that doth of our franchis~ 
23 have a ton of future potential, especially with 
new generation of platforms riaht around the cor 
nes, .. It’s pretty much an exciting time to be 
making games. 


When was the idea for Gin conse 
any relation to the canceled Big Guns 

Big Guns . . . flow where did yo 
one? always liked that thle (the pro 
mech-shooter) but it sort of got 
about 10 years 290... the idea fo ae 
when we were trying to figure out’ 
do next that had nat been done 
ed talking about doing a Westeri® 


| biggest and most complex 


Thiat is exactly what we thought: ”. perfect set 
ting; why hasn’t anyone done it?|. think part of itis! 
that people are very often worried about trying! 
something new and different (which is exactly 
swhy we wanted to do it)Another reason is that 
Isiotan easy game to make... think that is 
BR nie Good omen ry to ew 
keeps the competition on their toes. 


As 8 “go anywhere, de-anything® 


eT eee 
Wasteland, or othersandboxi 
Gun and American 


iworked'on. | think'thar Gt 


When a double-agant’s allegiance bagins to aver 
the universe finds itself in a precarious pi position. 
Humanity Is struggling to survive ag Krill onslaught 

lan Recker, a decorated pilot, goes unde over | to investigate 
the Krill’s secrats, but finde himself trapped i int 8 moral dilemmeal 


\Brand mew RPG wit DO unique side- scrolling. 
r batt 


EARTHLINGS UNITE. 


TWO ALIEN ENCOUNTERS. ONE VERY CLEAR MISSION. 


Join a band of rebels in their fight for planet Earth. 
After decades of alien oppression, a band of rebels rises up to fight 
against the Arelians. A new recruit, Jorel, becomes their leader 
and organizes the rebel forces fo build # powerful army;‘Soon, he'l) 
challenge the Arelian Empire for control of planet Earth. ” 


)Turn-hesed strategy with destructible environments end 


true line of sight from the makers of X-Com. 
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4 player battle races featuring 
character specific weapons and ~ 
a multitude of items 


Rocket down 9 world courses 
in a variety of modes including 
slalom and boss battles 


Pull off insane tricks using the 
Touch Screen or defog your 
goggles by blowing into 
the microphone 


The Snowboard Kids are back and better than 
ever, Featuring touch screen controls, wireless 

multiplayer competition, new weapons, new 
characters, and a souped-up sense of speed, this 
is the sequel you've been waiting for! 
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ON THE WAR PATH 


The twists and turns of Fire Emblem: Path of Radiance make it easy to lose 
focus—our nine-page miniguide will keep you on the straight and narrow. 
By Andy Myers 
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Though Fire Emblem battle mechanics remain familiar from one game to the next, each 
title has its own quirks. As the first Fire Emblem game on the GCN and in 3-D, Path of 
Radiance brings a variety of features that set it apart from its predecessors—we've high- 
lighted five of them. 


INDIVIDUAL SKILLS 


In Path of Radiance, units can learn special skills that will give them 
advantages on the battlefield. Learnable skills range in effective- 
ness, from regenerating your unit’s health to damaging an oppo- 
nent when it attacks your unit. You can find many different skills 
throughout the game in the form of scrolls (though some scrolls 
are Inherent to specific characters). Each unit can learn a limited 
number of skills, and many skills are compatible only with specific 
characters and classes. You can assign and remove skills at will, but 
do so carefully -when you remove a skill from a character, you're 
discarding It permanently, 


Wrath 
No. In stock 


OOK Mito Mcmeel 


WEAPON CONTROL 


Once you reach POR's eighth chapter, you'll have a number of new options between bat- 
tles, one of which is to visit your party's blacksmith. For a price, the blacksmith will cre- 
ate a variety of custom weapons for your units. You can adjust many attributes of a 
weapon, but decide carefully which weapon to build and how powerful to make it-you 
can create only one new weapon per chapter. 


NATURE HEALS 


Keep an eye out for sparkling green bushes (known 
as Healhedges) on the battlefield—they have regen- 
erative powers. if you park a wounded unit ona 
Healhedge, he'll regain a small amount of HP each 
turn, leaving your healers to tend to other injured 
vltier 


SHOVE YOUR FRIENDS 


Shoving is a new battlefield technique that allows certain units to 
push an ally one space over. The maneuver can come in handy ina 
number of situations, whether you need to push a unit out of harm's 
way or clear a path for another unit to attack. Only nonmounted 
units can perform a shove, and the Weight of both the 
shover and the shovee wiil determine whether it can 
occur. If the Smite skill is assigned to the shover, he 
will shove an ally two spaces rather than one. 
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EXPERIENCE FOR ALL 


With 46 playable characters, you'll have 
to choose carefully which ones to take 
into battle. To give you further control of 
the growth of your individual units, Path 
of Radiance rewards bonus experience 
points after each battle, and you can divvy 
them up among the units of your choos- 
ing. Use these points ta level up units 
that are falling behind due to 
tack of battle exposure, or to 
Strengthen your most-used 
units even more. 


Bonus Frpenence Ganed 


THERE’S MORE WHERE THAT 
CAME FROM! 

You'll always miss something in a game the 
size of Fire Emblem: Path of Radiance—unless 
you have the official Nintendo Power player’s 
guide, of course. 


E> www.nintendopower.com/guides/fe 
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Battle in Path of Radiance is nuanced, and you must play your cards right to keep all 
your party members alive. In the following two pages we'll walk you through Chapter 
11, Biood Runs Red, to illustrate a successful battle plan. 


freer 


he 
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Startiny 
Ally F 


Recruitable 
Character 


Starting 
Enemy 


Enemy 
Reinforcement 


Boss 


Ey kitter Lance 
Eh ewina 
Dracoshield 


IN THE 
BEGINNING 


Formulating a plan based on your enviran- 
ment and enemies is essential in any battle. 
Check the View Map option in the prebattle 
menu to size up the opposing force—press- 
Ing the Y Button over individual enemies will 
reveal their stats and inventories. Once you 
know what you're up against, bring in the 
appropriate party members and begin the 
battle. For Chapter 11, you may want to split 
your party up at the start of the battle, 
sending a small group (including Lethe or 
Mordecai) to the northeast to recruit Zihark 
while the rest of your group heads west. 


MOVE ITOR 
LOSE IT! 


If your group does not make haste at the 
start of some battles, a Thief will sneak onto 
the scene and steal the loot from nearby 
houses and treasure chests. To keep from 
missing out on valuable items, send a unit 
with a high Movement stat to secure the 
treasure or block it from enemy hands. 
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YOU SHALL 4 BETRAYAL FOR THE 

NOT PASS! GREATER GOOD 
Certain environmental bottlenecks can work in your favor. Some enemies can be convinced to switch sides and join your party. 
Narrow pathways provide a great opportunity to create road- } In Port Toha, you can recruit Zihark (a Laguz supporter disguised as a 
blocks and draw your enemies toward you. Keep more-resilient vigilante), but only by having Lethe or Mordecai speak to him. 
units (such as Paladins and Fighters) on the front line while Position one of the beasts next to Zihark on the battlefield, and select 


Talk. (See page 60 for a more-detailed description of recruitment). 


positioning Archers and magic-wielders in back. Make sure your 
units stay close together, and have a healer nearby. 


Hold on! Please! 
lam noban 


5 | TAKINGA THE BIG » 
BREATHER KAHUNA ; Knight Killer 72 Mast. 2% Laguzslayer.. 

A boss and his lackeys will usually put up the Most bosses are just like regular enemies, but 
toughest fight on any given map. When pos- stronger. Press the Y Button over a boss to 
sible, reunite your separated units for some view his weapons, and attack him with a 
downtime before a boss battle, preferably in strong unit capable of damaging him. 
alocation just out of the boss’s range. This Mackoya, the boss of Chapter 11, is capable of 
will give you a chance to trade weapons and attacking from both short and long range. 
items, heal injured characters and strate- Attack him with a powerful lance-wielding 
gize for the final assault. enemy, and keep your Laguz units away—his 


Laguzslayer is nasty against Beasts. 


AN UNINVITED 
GUEST 


Partway through Chapter 11 the Black Knight will appear, but he 

will not attack unless provoked. You cannot defeat the Black 
& = Knight» stay out of his attack range, and reach the north- 
N west corner as quickly as possible to clear the map. 


i eae a. 
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Each of the game’s 35 character classes has its own strengths and weaknesses. Most 
classes belong to the Beorc (or human) race, though a handful of classes are of the 
Laguz (or demihuman) race. Laguz are new to the Fire Emblem world—they will earn 
experience like any other character, but their class will not change. Most other classes 
have a beginning class and a master class; the class change is indicated by an arrow on 
the following pages. 


Once a character of a beginning class reaches level 21, he will auto- 
matically change to the appropriate master class (the character in 
the screenshot below, far instance, will change to a level-1 Falcon 


CLASS CUSTOMIZATION 


Though you cannot decide which class your character will transform 
into, you can often choose a new weapon for a character to wield 
after the class change. An Axe Knight, for instance, can expand his 


Knight). A rare item known as a Master Seal can prematurely change 
a character's class at level 10 rather than 21. Master Seals are handy 
for upgrading low-level characters that join you late in the game. 


horizons and learn one of three additional weapon types. Once a unit 
learns to wield a new weapon type, he'll need to use it often on the 
battlefield to increase that particular unit's weapon level. 


Marcia 


Pegasus Kn 


BSelect @OK SCancel 


PRIEST BISHOP 


Rhys, a vital member to your party, will join 
the mercenaries in Chapter 2. He is the only 
Priest/Bishop in the game, and will serve as 
your group’s primary heater. Though an 
important character, Rhys is vulnerable to 
most attacks, and must be protected at all 
times. While moving across a map, keep him 
behind your strong characters and out of 
enemy range. Rhys’s usefulness will 
increase throughout the game, especially 
after he learns to use a Physic Staff (which 

* can heal atlies from a distance) and offen- 
sive Light magic (which he'll learn after his 
class change). Assign the skills Guard, Shade 
or Renewal to Rhys—they will aid him well 
and help offset his weaknesses, 


RANGER» LORD 


The main character of Path of Radiance 
and the eventual leader of your party, 
Ike is the only Ranger/Lord in the game. 
He is also the most well-rounded charac- 
ter, powerful enough to do some serious 
damage with a sword and resilient 
enough to withstand most enemy 
lo aa | attacks. Ike's class change to Lord will 
oe occur automatically in Chapter 18. 


CLERIC > VALKYRIE 


Mist is another character who doesn’t share a class with other 
units. She'll join your party as a low-level Cleric with only the 
ability to use staffs. If Mist earns enough experience to 
become a Valkyrie, she'll become a mounted unit with an 


additional ability: swordplay. Leveling up Mist mayseem -“ 
tedious, but it will prove worth the trouble near the end ot & Nees A 
the game when you face off with the Black Knight. SS 
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FIGHTER > WARRIOR 


Boyd 's your group's only Fighter, and is 
with your party from Chapter 1. He’s strong 
with an axe and has high HP, but he's weak 
to magic attacks—keep him away from 
enemy Sages and Priests. The Hand Axe in Boyd's 
arsenal will be useful early on, allowing him to attack 
his enemies from a distance. If Boyd makes the transi- 
tion to Warrior, he will learn to use bows in addition to 
axes. AS a Warrior, Boyd will likely become one of your 
most resilient units, unstoppable on the front line. 
Teaching Boyd skills such as Colossus, Resolve or 
Smite will increase his usefulness tremendously. 


BERSERKER 


Large, your party's sole Berserker, will join your group right before Chapter 25, 
but only tf Calill the Sage is in your party. Having similar strengths and weakness- 
es to a Warrior, Largo should steer clear of strong magic-wielders and focus on 
hand-to-hand combat. He’s brutal with an axe, making him a powerhouse against 
most lance-wielding enemies. 


ARCHER SNIPER 


In Chapter 8, seasoned Sniper Shinon will 
leave your party (though you can lure him 
back in Chapter 18); in Chapter 9, Rolf, an 
inexperienced Archer, will join your ranks. 
Sn‘pers and Archers are masters of the 
bow and can deal damage from a dis- 
tance. Neither class fares well against 
direct attacks—keep them off the front 
line, and equip them with the Longbow to 
attack from even farther away. Assigning 
Deadeye to a Sniper makes him even 
deadlier, 


MAGE > SAGE 


A number of Mages and Sa willjon 
your party, each specializing in a certain 
magic type. Mages are very weak, so they 
require much protection—you'll often 
need to have stronger units rescue them 
to keep them alive. Once they make the 
transition to Sage, though, their offensive 
magic power will be so great that they can 
take down large Warriors and Berserkers 
with ease. When up against other magic 
users, Mages and Sages usually don’t per- 
form well. Instead, have them launch 
ranged attacks against enemies that are 
incapable of counterattacking. 


SOREN 

Early on, Soren the Mage will 
be a burden because of the 

hand-holding he demands. 
Soren the Sage, however, 
is a nasty opponent. 


AXE KNIGHT > PALADIN J 
BOW KNIGHT > PALADIN a 
LANCE KNIGHT > PALADIN 
SWORD KNIGHT > PALADIN 


No matter which weapon they specialize in, Paladins 
are probably the best units in the game. They can 
move far, attack hard, withstand a serious beating 
from an opponent and move additional spaces after 
attacking. Paladins are mounted units, which gives 
them great movement range on most terrains. Their 
only real weakness is their hindered movement on 
terrains such as sand. (They are almost useless on 
the sandy plains of Chapter 15, for instance.) On 
most maps, though, leading the charge with a 
Paladin or two Is a wise move, Sol and Vantage 
scrolls are a gaod match for Paladins because 
they tend to stay ahead of the pack and there- 
fore away from your party's healers. 


TITANIA 


Though the lance-wielding Paladin 
Titania is a monster on the battle- 
field, don’t overuse her—use 
weaker units when you can so 
they'll earn precious experi- 


ence points. 
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BEAST TRIBE 


Hailing from Gallia, members of the Beast Tribe (consisting 
of cats, lions and tigers) are vicious animals on the battle- 
field. Like other Laguz, Beasts don’t change classes— 
once a Beast, always a Beast. Laguz Beasts must 
build up their Transform Gauge in battle 
before they can change from human to ani- 
mal form and attack. (To speed up the 
transformation process, use a Laguz 

Stone on the battlefield.) When in 
their humanlike state, members of 
the Beast Tribe are nearly useless, 
but in animal form they ualeash 

a furious Claw attack on an 
enemy, and their quickness 
allows them to dodge many 
incoming attacks. Beasts are 
particularly weak to Fire 
keep them away from 
fire-wielding Mages and 
Sages. 


MORDECAI 
Mordecai is one tough kitty. In 

animal form, he'll tear through an 
opponent like nobody’s business. 
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BIRD TRIBE: HERON 


As the only member of the Heron Tribe that 
will join your party, Reyson has a unique 
' skill-he can perform a Chant, enabling up 
to four units to move twice in one turn. 
In his humanlike state, Reyson can 
Chant for just one unit. In his animal 
form, however, he can enable up to 
four units to take additional turns, 
giving your party a huge advantage. 
Also, any unit standing adjacent to 
Reyson will gain health at the start 
of each player phase. Reyson can- 
not attack, nor can he defend him- 
self—you must protect him at ai) 
costs. Late in the game, equip 
Reyson with the rare Knight 


Recruiting Tactics 


Though some characters will join your group automatically, 
many will join only if you have the proper unit speak to them 
on the battlefield. Usually there is a window of opportunity 
for recruiting a unit, and if you miss your opportunity the unit 
will disappear. On the Choose Units menu before battle, scroil 
right to the Conversation column—a recruitable unit’s name 
will show up in the Conversation row for the unit that must 
speak to the potential recruit. When recruiting an enemy unit 
(rather than a neutral one), you'll usually have to sneak up— 
the unit may attack the approaching unit and die from your 
unit's automatic counterattack. 


ILYANA 


llyana is among your \ { Band, which will allow him ta 
enemies in Chapter move additional spaces and 
8. As she approach- \ \ | escape from harm’s way after 
es, stay out of range i doing his duty. 


or she will attack and 
most likely die, Wait 
for the right in ¥4 , 

moment, and move es \ i \ i 


in tke to talk to her. 
BIRD TRIBE: HAWK 


Two members of the Hawk Tribe, Janaff and Ulki, will join your party in Chapter 18, Like 
other Laguz, Hawks cannot attack in their humanlike state—they must fill their Transform 
Gauge and change to animals first. Hawks are great allies on the battlefield-they are vul- 
nerable to arrows and Wind magic, but they have the strength of other Laguz and the 
movement range of Pegasus Knights. Use your Hawks to fly ahead of your party to access 
hard-to-reach places and take out long-range attackers, 


ASTRID AND GATRIE 


Some characters can be recruited only by other recruitable 
units. In Chapter 13, have Ike speak with Astrid the Bow 
Knight. (Astrid is a neutral unit who will die if she isn’t 
fecruited quickly.) Once Astrid joins your party, have her talk 
to your former ally, Gatrie—he’ll gladly rejoin the mercenar- 
ies, but only at her order. 


DRAGON TRIBE 


The Dragon Laguz of Goldoa is a rare breed. Dragons 
are heavy hitters on the battlefield, and can sustain a 
lot of enemy damage. Nasir and Ena are the oniy 
Dragons that will join your party, and neither will do 
so until late in the game. Ena breathes fire on oppo- 
nents, while Nasir breathes ice, Dragons are slow 
creatures—keep them near the front tine when possi- 
ble, but don't be afraid to leave them behind tem- 
porarily, 


STEFAN 


Stefan Is the trickiest character in the game to recruit—but 
missing out on the powerful Swordmaster would be a shame. 
In Chapter 15, have Lethe or Mordecai stand two squares 
west and one square down from the map’s northeast corner 
and wait. Stefan will appear out of nowhere. If a unit other 
than Lethe or Mordecai tries to lure Stefan out of hiding, he 
will flee, never to return. 


MYRMIDON > SWORDMASTER 


Myrmidons are only marginally useful, but jeveling them up for a 
class change is worth the trouble, Once they reach Swordmaster 
status, they become the deadliest class in the game. Sword- 
masters are fast and strong on the front line, and they have a 
4 strong chance of scoring a critical biow. Once they reach a 
Sy high enough level, Swordmasters can dodge just about any 
gS attack. Killing Edges and Brave Swords work well in the hands of 
Swordmasters, as does the Astra skill—it will enable a 
Swordmaster to attack five times consecutively. 


And:|,.am Stefan) |. live here in \' MIA ; : pus 
this desolate wasteland, playing at Mia, your party’s first Myrmidon, will join 
a'termit your ranks in Chapter 7. Level her up to 


transform her to a mighty Swordmaster. 
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WYVERN RIDER > WYVERN LORD 


Wyvern Riders and Wyvern Lords 
are flying lance-wielders. Their 
high movement range and ability 
to cross any terrain make them 
ideat cand dates for rescu- 

ing endangered party 
members. Wyverns can 
attack with ranged 
weapons (such as the 
Javelin) to stay at a 
safe distance from 
their opponents. 
They are particularly 
vulnerable to arrows 
and most types of 
magic. Equipping a 
Wyvern with a Full Guard 
will help offset its weak- 
nesses, as will the Stun and 


PEGASUS KNIGHT > FALCON KNIGHT 


The Pegasus Knights and Falcon Knights of Begnion are mounted units that can 
fly over any terrain. Pegasus Knights in particular are very susceptible to arrows, 
and should avoid bow-wielders and Ballistae at all costs. Falcon Knights, howev- 
er, are much more useful on the battlefield. Marcia the Pegasus Knight will join 
your party in Chapter 9, and Tanith the Falcon Knight will join in Chapter 18, 


Parity skills. » \ 
\ TANITH 
Tanith is a powerful ally. Her ability 
to use magic swords (such as the 
Sonic Sword) makes her effective 
JILL against other flying units. She 


comes to your party with the 
Reinforce skill, which allows her to 
summon flying reinforcements, to 
whom Ike can issue general orders 
on the battlefield. These disposable 
units make great decoys for draw- 
ing enemy fire on any map, 


Jill, your party's first 
Wyvern Rider, will prove 
to bea fairly hardy ally in 
the air. 


© THIEF > ASSASSIN 


Sothe and Volke will join your party as Thieves, and 
they both have the potential to become Assassins. 
Thieves are not great in combat, but are skilled in other 
ways. They can pick locked doors and treasure chests, 
as well as steal items from enemies. Always include a 
Thief or Assassin in your ranks on levels with 
multiple chests and doors—this will save 
you the trouble of having to find keys, 
and help you avoid missing out on 
rare items. 


PRINCESS CRIMEA 


Your employer and travel companion 
Princess Elincia will join your party toward 
the end of the game. Though she occupies a 
class of her own, she is essentially a Pegasus 
Knight wielding a special sword. Elincia, 
Marcia and Tanith can team up on the battle- 
field for a powerful Triangle Attack—position 
the flying beauties on three sides of an enemy 
and attack with the third to trigger it. 


SOLDIER > HALBERDIER 


Soldiers and Halberdiers dan’t have any special 
skills, but their ability to withstand attacks cou- 
pled with their decent movement range makes 
them useful as support fighters. Use them 

near the front tine to prey on already-injured 
enemies while your powerhouses attack full- 
health enemies. The Luna and Guard scrotis will 
be useful for Soldiers and Halberdiers. 


KNIGHT > GENERAL 


Knights and Generals are the tanks of your 
party. They move slowly on all terrains, 
but can sustain great amounts of damage, 
making them useful for blocking passage- 
ways while bow-wielders and magic-users f 
attack enemies from behind. Though they 
aren't the most proficient attackers, 
Knights and Generals can utilize ranged 
weapons for better counterattacking abill- 
ties. When you find Speedwings, use them 
on your Knights and Generals to increase 
their pathetic movement range. 


NEPHENEE 
Nephenee the Soldier will join your party 
after you rescue her from a Daein 
prison in Chapter 10. 
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Eventually your party will be so large that you won't be able j a | 
to take every character into battle—you'll need to pick and. | E X e rt 
choose which characters will gain experience and become p 
your core group. Each map has its own challenges, though, SPT 
and you'll want to be prepared for whatever the game O p | n | 0 n Ss 
throws your way. A good party has strong attackers and } with so many characters and classes to choose 
defenders for the front line, skilled healers and long-range from, no Path of Radiance party turns out the jf 
attackers for the rear, and flying units for rescuing injured same. We asked Rich Amtower, Alan Averill, 
allies. Some maps require the expertise of a Thief or an B tim O'Leary and Thomas Connery (the local- 
Assassin, while others have rough terrain that makes it | ization crew that wrote the dialogue for the 
impossible for mounted units to move. A little teamwork English version of the game) which four char- 
will serve as the glue to bring all the classes together to earn acters were their favorites by the time they 
victories on the battlefield. reached the game’s final chapter, and why. 
1 
CAN YOU PLEASE HOLD MOVING UNITS RICH’S FAVORITES 
THIS? Flying units are great transportation, “| like Soren because | like magic. it’s as sim- 
Updating your characters’ inventories between bat- whether they're moving a capable unit into ple as that. Plus, he comes with Adept straight 
tles is one of the hardest things to get right-you'll an attack zone or rescuing an injured unit out the box, and those two attacks come in 
always wish you'd brought something that you left at from danger. The drawback is that both the real handy. Ayup.” 
the convoy. Fill up most of your units’ weapon slots, moved unit and the carrier can lose a turn. To | 
and keep an eye on the lifespan of the weapons. Since avoid this and save valuable time, nave | | 
Laguz cannot wie d conventional weapons, they another unit take the rescued unit from the 
should always have three open weapon Sots when flier then drop the unit in an adjacent square. n> | 
entering a battle Use the extra space to load them up SOREN GATRIE VOLKE 
with weapons and staffs that other units might need— 


Its easy enough to trade an the battlefield. 


ALAN’S FAVORITES 


“Kieran is a complete nut job, and think { 
that’s why | use him, His skill with an axe is a 
quite handy, and his support conversations 
with Rhys are my personal favorites. He can 
also support Marcia, which worked well for 
my group.” 


Bishoy 
L710 


on 
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TIM’S FAVORITES 

‘Janaff's a giant bird! What more do you need? 
He's fast, strong, and an all-around good egg. 
Reyson's unique ability to enable an ally (ar allies) to Plus, he’s over 100 years old, can see for 

Move twice in one turn will he tempting to use so ely miles, and knows nothing about Beorc, which | 
for the purpose of attacking. More often thar not, leads to much funny goodness,” 


though, his ability will be of equal or greater benefit SECOND LI NE OF 


toa healer, who will be more able to keep your 
party's frontline units in good health. DEFENSE 

8ow- and magic-wielders are not frontline | 
units, but their ability to fight from a dis- JANAFF ZIHARK ILYANA MIST { 
tance makes them great candidates for the 
second line. Let the frontline units protect j 


them while they rain deadly arrows and TOM’S FAVORITES q 
magic on your foes. 
= | “Boyd lacks the flair of knights, but his direct 


ill and indirect axe attacks more than make up 


for it, especially when | needed someone to 
cover Ike during the game's early stages.” 


SERENITY ON THE 
BATTLEFIELD 


BOYD MIA LETHE OSCAR 


62 santero power 


ATOMIC BETTy” 
504rs across the galax 
. and onto your : 
ame Boy@ Advance! 


Soe) 


© Play with THREE charachere a! 
time and work togethe' fo rid the galaxy 
of evil! Choose From Betty, Sparky, X-§, 
Noah or Paloma. * 


THE FATE OF THE ENTIRE UNIVERSE “feat the evil Maximus biti 


cosmos with an arsenal of gad 


Au L | BETTY S REPORT CARD - skills: kung Fu attacks, running slide, 
SN YOUR HANDS! ® grappling hook, jet pack and more!~- ~ 


* 

© Hurtle thre agh pyar from: he co ckpit 
of Betty's p atric Stat Criss 
Blast#hrough ane jids of badd! 

© that get in yours 


namcco 


Breakthrough 
NEW MEDIA www.namco.com 


ATOMIC BETTY™ is a trademark of Atomic Cartoons Inc. and Breakthrough Entertainment Inc. in the United States and other countries. Game program © 2005 Namco Hometek Inc. TM, @ 
and Game Boy Advance are trademarks of Nintendo. The rating icon is a trademark of the Entertainment Software Association. Ail other trademarks belong to their respective awners. 


RETURN TO 
BABYLON 


The prince faces a rude homecoming 
in Prince of Persia: The Two Thrones. 
By Chris Shepperd _— 
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he Prince of Persia has 

returned from the Island of 

Time, victorious over the 
Dahaka, the embodiment of fate 
itself. But in doing so, he’s changed 
the shape of history, and as the 
prince returns to Babylon, the city 
is not as he left it. A powerful, 
mysterious army has ransacked 
the city, ousting the prince’s father 
and laying waste to the kingdom. 

Now the prince and his former 

enemy Kaileena begin their 
newest adventure—to find the 
king and return peace to Babylon. 


Hunt or Be Hunted 


The army that invaded Babylon knows of the prince's return, 
and has sent word to every corner of the city. Even on its best 
days, Babylon is no safe haven. Class struggles have left the 
street-level citizens poor and their dwellings run-down. Above 
the alleys, though, the rich have created opulent palaces. Now, 
with Babylon under siege, the prince must navigate the city’s 
corridors even more warily than in previous games. He must 
choose when to fight, when to move silently, and when to flee. 
He will need to be cunning, perceptive and acrobatic. 
Fortunately, the prince knows the streets and alleys of his 
hometown like the back of his hand. 

But despite all the protection the prince can offer, he isn't able 
to keep Kaileena alive after she falls into the clutches of the 
invading army, But few could expect that her demise would lead 
to such an awful chain of events. When Kaileena is killed, the 
Sands of Time are unleashed, affecting man and animal alike— 
even the prince. Rescued from certain death and barely clinging 
to his tife, the prince flees the scene of Kaileena’s execution, 

The prince could not have predicted the horrors that have 
beset Babylon. No one escaped the Sands of Time's curse; the 
degree to which each creature has mutated reflects its level of 
exposure to the awful power of the sands. For example, what 
used to be a lowly mutt skulking around the back alleys of 
Babylon has been transformed into a giant, fierce beast with 
unmatched speed and wily elusiveness, In addition to having 
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in completely new ways and to perform death-defying acrobatic 
maneuvers the true prince could only dream of. 

The healing power of water rescues the true prince from 
being completely overtaken by the Dark Prince’s control—when 
the Dark Prince wades into a pool, he'll be transformed into the 
regular prince once more. 


In the Distance 


Through it all, the Babylon Tower Is in view—an ominous edifice 
that silently compels the prince nearer and nearer. He knows 
that his fate lies somewhere inside, To save himself and his city, 
he must answer the tower's call, and face whatever dangers 
await him within. The prince will embark on his third adventure 
later this year. 
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AN HONEST 


PERSPECTIVE 


ON HYRULE 


Takumi Kawagoe has 
a firm answer to one 
of the most hotly 
debated topics in 
video games: Did that 
stunningly beautiful 
game-preview trailer 
Pty i you just saw reflect 

- | the actual game? 
When Kawagoe has 
anything to say about 
it-and, as Nintendo's 
main man behind pre- 
view trailers, he usu- 
ally does—what you see is what you'll be 
playing. Which is fantastic news for Zelda 
fans who've replayed his E3 game trailer 
500 times, searching for clues about the 
Nintendo GameCube title. While many Twi- 
light Princess details remain shrouded in 
secrecy, the trailer offers a perspective on 
the brutal action and dark side of Link’s 
upcoming quest. And Kawagoe knows a 
thing or two about perspective—which 
you'll find out as he reveals how he’s 
changed the way you look at gaming. And 
how he’s gone over to the dark side him- 
self on occasion. 


K | 
NINTENDO | 
KYOTO 


The Truth in Trailers 
Take a look at that £3 Twilight 
Princess trailer one more 
time. Notice the extreme dif- 
ferences between the trailer 
images that show lively village 
life and the dead hopeless- 
ness of the Twilight Realm? | 
focused my full attention on 
making that difference as 
sharp as | could, Because 
that’s the nature of the game 
that you'll be playing. And 
notice that we dwelled—at just 
the perfect moment—on the 
gloomy image of Princess 
Zelda? Her dark melancholy is 
Just as essential to the game 
experience. Personally, | hope 
that Zelda will liven up and 
regain her cheer by the end of 
the game, but | suspect that tt 
may not be in Hyrule’s destiny 
this time around. Though | 
can't expose any more truths 


beyond what | brought to light 
{and dark) in the trailer, t can 
say that we've been adding 
more rich expressiveness to 
Link's face than what you saw 
during E3. Because there's a 
fot to react to in Twilight 
Princess—and I'll have to stop 
myself right there. 

Instea, let me talk about 
the way ! create trailers and 
cut-scenes for Nintendo. I've 
got a strong philosophy that's 
rooted in not discarding the 
gameplay footage, as so many 
trailers and cut-scenes do. 
Above all, | refuse to elimi: 
nate the feeling that a player 
Is controlling the action. This 
way, the viewer will be drawn 
in like a gamer, not just a pas- 
sive moviegoer. This philoso- 
phy has been my number-one 
priority ever since Ocarina of 
Time. If we design movies 
only in terms of cinematic 
experience, they enter the 


Aside from what you see in 
the Twilight Princess trailer, 
how does it make you feel? 
Light, dark, movement, 
mood—Kawagoe keeps it all 
in mind with his game-cen- 
tric philosophy of design. 


realm occupied by the Star 
Wars or The Lord of the Rings 
series, and that isn't compar- 
ing apples to apples, so to 
speak. Interactivity is the 
gaming industry's biggest 
advantage, and | believe in 
playing that up with potent 
images based on gameplay. 
There’s a trend that some 
games are bringing film direc: 
tors into the creative mix—a 
mistake, in my opinion. From 
afilm director's point of view, 
game movies may not live up 
to their silver-screen stan- 
dards, but | like to probe 
deeper than the cinematic 
surface. Exactly what role 
does a movie have in a game? 
That's what | ask myself every 
time | design my creative plan 
for a project. And in Twilight 
Princess, we're probing even 
deeper, considering many 
new ideas about how to 
involve the player even more 
actively in the movies. 


thope that Zelda will... regain her cheer by the end of the game, 
but I suspect that it may not be in Hyrule’s destiny. ... 


7 suwwreno0 Powe 


Interactivity is the gaming industry's biggest advan 


Lights...Camera... 
Action! 

Let me probe even deeper yet 
into my own past with 
Nintendo. When | started my 
Nintendo career in 1989, it 
was Just before the Super NES 
opened a new universe of 
thinking about game design in 
Japan. | did a little program- 
ming on Pilotwings at first, 
then worked on our internal 
course-editing program for 
Kirby's Dream Course. But 
soon after that, | was put ona 
highly ambitious project: Star 
Fox 2.1 was working on player 
and camera control, which 
carried the concept much far- 
ther than the earlier Super 
NES game. It was a 360- 
degree 3-D shooter with bat- 
tle-sim-like elements. You 
couid also morph your flying 
fighter ‘nto a mech that could 
touch down to jump, climb 
and navigate the landscape 
extensively. In order to give 
the player comfortable play 
control over such a free- 
roaming environment, we 
knew that we had to develop 
a breakthrough camera sys- 
tem, 

In those days, there hadn't 
been any 3-D games that had 
acamera that would allow the 
player to get a great sense of 
action and movement. Most 
developers had simply stuck 
the camera's pivot point onto 
the character's head. To bet- 
ter feet character action, | 
detached the camera and had 
It chase the character instead. 
(na way, this technique would 
convey the more-exciting 
camera action of a 2-D Super 
Mario Bros. game to a3-D 
environment. As a second 
project on Star Fox 2, 1 also 
worked on many of its cut- 
scenes. | hadn't yet had my 
Ocarina of Time awakening, 
and t created the animations 


tage, and | believe in 


playing that up with potent images based on gameplay. 


with programming rather 
than gameplay. The develop- 
ment team liked my work, 
which started me down a path 
that led to my current work of 
supervising demo movies and 
cut-scenes. Unfortunately, 
Star Fox 2 was a litte ahead of 
Its time and never released, 
but the project was a major 
turning point for my career 
and game philosophy, and | 
st'll have very warm thoughts 
about the title. 

Mr. Miyamoto then asked 
me to think about how the 
camera control should work 

n Super Mario 64. Now that 
was a daunting task applying 
what I'd learned from a game 

ke Star Fox 2 to Mario's 
motions and the complex lev- 
als in the huge N64 project. 

But Miyamoto trusted in my 
experience and feelings about 
camera perspectives, and he 
turned me loose to explore 


my ideas. And it turned out 
that gamers really liked the 
camera control ,.. to the 
point that it became sort of an 
industry standard. | was pret- 
ty happy that it was that well- 
received. During Ocarina of 
Time, | continued to supervise 
camera control, another 
incredible project, since Link 
moves so differently from 
how Mario does. 

As the Ocarina camera sys- 
tem became finalized, | began 
to devote my energy to mak- 
ing some of the cut-scenes 
and demo movies for the 
title -about half of those final- 
ly used—starting with story- 
boards and then creating the 
final versions, It was the first 
time that I'd guided the 
process all the way through 
from inception to completion, 
which gave me key experi- 
ence for the work that | do 
today with Nintendo. 


The Sith Sense 

When | was in the sixth grade, 
the first Star Wars movie was 
released tn Japan, and it hada 
profound influence on me. In 
retrospect, It wasn't because | 
was seeing things that I'd 
never seen before, It was 
because Star Wars revealed to 
me what could be seen 
through filmmaking. Yes, it 
was a major visual experi- 
ence, but it also opened the 
door to my fascination with 
the technical aspects of creat- 
ing engaging images, and | 
consumed everything that 1 
couid about special effects, 
from creation of creatures to 
optical composition and 
beyond. 

Years ago, | thought that I'd 
want ajob in films, especially 
working on CGI animation. But 
the Japanese movie industry 
was getting smaller then and 
there weren't many careers in 


At the same time 
he started creat- 
ing cut-scenes, 
Kawagoe also did 
radical experi- 
ments with the 
game camera. 
without his work 
on Star Fox 2 for 
the Super NES, 
then Super Mario 
64 and Ocarina of 
Time, 3-D gam- 
ing might look 
very different 
today. 


filmmaking. But game devel- 
opment—that was seeing 
explosive growth, technically 
and artistically. | knew that 
gamemaking was the 
place for me, so when | 
landed a job interview 
with Nintendo, | took 

a lot of my creative 

work with me. 

Luckily, | got hired, 
Though | wanted a 
designer position, that 
wasn't in the cards, at 
least to start with. But 
several projects later, I'd 
found a much more creative 
role within the company. | feel 
very fortunate to have found 
a great place in the game 
industry. 

But you never know what 
life will show you, so let's go 
back to Star Wars. To the 
fourth flick, Episode |, where | 
had an unusuat episode of my 
own! Starting with that movie, 
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If he could have cloned himself a hundred times for each Hollywood premiere of a Stor Wars 
flick, Kawagoe would have been a happy, happy, happy, happy, happy man. 


I've always flown to Los Angeles 
for the opening day of every 
Star Wars movie, I'm still a fan, 
obviously, and | wanted to take 
part in the enthusiasm and cel- 
ebration in the US. Truth be 
told, by the time | hit opening 
day of a Star Wars movie, I'd 
soaked up so much informa- 
tion and anticipated it so much 
that I was almost like a zombie 
during the movie. But that’s a 
Star Wars fan for you! 

Actually, I'm more of a 
superfan. Try this story on for 
size: When Episode | was 
released in Japan, there was a 
popular TV quiz show that 
would give a contestant one 
million yen if you answered 
100 Star Wars questions con- 
secutively, Since I'm amem- 
ber of one af the Star Wars fan 
Clubs in Japan, and the chair- 
man of that club was connect- 
ed to the TV show somehow, 
and Nintendo was a sponsor of 
the TV show since it was about 
to release an N64 game tied 
to the movie, | got a shot at 
winning the prize. Did | win? 
No, | failed on the SOth ques- 
tion, but not for the reason 
you'd think. | wore my Darth 
Vader suit and mask; that’s 
why. | had to sit in that outfit— 
with its well-sealed Vader 
mask—for five hours during 
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the show's production, and 
the eyeport glass fogged up 
terribly if | breathed too much. 
But, of course, oxygen is key. 
And almost felt like | was ina 
little danger. Ironic, given that 
Darth Vader's suit is supposed 
ta be life support. So my eye- 
ports fogged up and | couldn't 
see questions. | learned a lot 
about perspective that day! 
But seriously, Star Wars has 
taught me much about story 
and imagery, plus its influence 
on the movie industry, from its 
music and film techniques, 
even merchandising. Now that 
the movie episodes are com- 
pleted, | can’t wait to see the 
upcoming Star Wars-related 
TV series that George Lucas 
has promised to fans. 


A Mind in Motion 

As much as | insist that game 
cut-scenes and demos must 
be based on gameplay, you 
can still learn a lot of creative 
techniques from films. 
Fortunately, watching movies 
Is my big hobby. As far as 
movies go, | think that quality 
Is much better than quantity. 
I'll go see the same movie 
many times. And when i watch 
them at home, I'll rewind my 


favorite scenes many times, 
taking In everything that | can 
about how the scene works. 
Sometimes I'll even put those 
elements in my “creativity 
drawer,” and use them for 
Inspiration on game projects. 
Here's a good example: When | 
had to create a demo of 
Majora's Mask, a game that 
had a very strange atmos- 
phere, my mind found some 
unusual inspiration, Woody 
Allen’s movie Husbands and 
Wives, Init, there's an eccen- 
trically edited scene in which 
actor Liam Neeson is getting 
psychotherapy, and Allen has 
the camera hop around 
Neeson without a break in 
conversation, which creates 
the strangest impression! So 
when I created the Majora's 
demo showing the Mask 
Seller, | used a similar idea to 
capture the spirit of that very 
bizarre character, Currently, 
the movie Mind Game, direct- 
ed by Masaakt Yuasa, is my 
fave movie. Unlike most ani- 
mated movies in Japan, which 
are crafted with a delicate 
sensibility, Mind Game por- 
trays its world in a strange, 
deconstructed way. It’s beauti- 
ful and throws the viewer off 
balance with potent impact. 
Maybe if there’s another 


Star Wars has taught me much about story and imagery, plus its 
influence on... music and film techniques 


Majora-like project in my 
future, based on a bizarre 
world, perhaps I can reopen 
my creative drawer and revisit 
Mind Game for fresh insights. 
Around the time that we 
were developing Super Mario 
Sunshine, Nintendo decided to 
create a team specifically 
devoted to movie creation, 
and that's where | work today. 
The team oversees the quality 
of all movies in Nintendo 
games. Another responsibility 
of this team is for the produc- 
tion of motion-capture data 
for game development—which 
has strongly come into play 
for Twilight Princess like never 
before in a Zelda game. 
Though our team is also 
focused on the creative work 
for other titles, I'd have to say 
that 50%, maybe 60%, of our 
time is going into Twilight 
Princess right now, With the 
kind of talent that we've got 
on our team, I’m continually 
impressed by the work | see 
being done every day. And 
because our creations directly 
use game data, it’s critical to 
maintain great communica- 
tion with all of the various 
development teams. Since the 
Twilight Princess development 
team is so enormous, that’s 
quite a challenge, even though 
it sometimes seems that the 
longtime Zelda developers on 
the team have a telepathic 
connection! But with so many 


people involved, communica 
tions and scheduling are prov- 
ing essential for keeping 
everyone on the same page. 

Istill have a little time to 
dream about other things: 
Drawing has been one of my 
major interests since | was 
young, and now | love to draw 
with my own kids. | sometimes 
wonder if it might be possible 
to develop an animated-movie 
version of the Super NES clas- 
sic Mario Paint, but one that 
would let people create ani- 
mated art in avery simple, 
casual way, lll keep dreaming. 
But for now | need to devote 
myself entirely to Twilight 
Princess. You wouldn't believe 
how serious people can get 
when they think about work- 
Ing on a project that aspires to 
be greater than even a hall- 
mark like Ocarina of Time! But 
even though E3 1s now a half 
year behind us, the impact 
that the game and trailer had 
on the crowds stays high in 
our minds. And personally, 
though some might think that 
making Twilight Princess stay 
true to the Zelda series and 
pushing the game to live up to 
fan expectations are two dif- 
ferent things, | believe that 
they're one and the same. | 
can't say more, but believe me 
when | say that Twilight 
Princess sees its new ideas 
through a very Legend of 
Zelda perspective. 
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Sanity’s Requiem 


Nintendo has invented many genres, 100 Perfect Dark N64 2000 
and the console party game is among 
: 1985 
them. When this title hit the shelves, MEE St bed ‘ 
gamers partied like it was 1999. > 98 Mario Party Ne4 1999 
97 1080" snowboarding N64 1998 
seventies os 2005 
Te. * hal 95 Donkey Kong: GCN 2005 
THE TATL IN Jungle Beat 
94 mee Squadron Ul: GCN 2001 
We're ov f h a Ifway ‘eS - a 93 Rayman 2: The Great Escape N64 1999 
done no W hich —= : 92 Pokémon Puzzle League N64 2000 
is 85: METROID II: 911 Mario Tennis Nea 2000 
of your favorites ae 
y' Unlike other Nintendo franchises, the 90 Donkey Kong Country SNES 1984 
have made our Metroid series follows a defirutive time- 89 Ninja Gaiden NE AOES 
line. | won't forget my first trip to SR- 
3 v a finest. Pokémon: 2003, 
list? 388; this was Game Boy at tts finest 88 Ruby/Sapphire/Emerald GBA 200: 
° 
Tecmo Bowl NES 1989 
Gy. Fee Matha Secret of Mana SNES 1993 
Metroid Il: 
Return of Samus GB 1991 
__e_z —_ - - 
Mario Golf: Killer 7 GCN 2005 
120 Toadstool Tour bo) 2003 
‘SNES 1993 
119 Banjo-Kazooie N64 1998 —— —— : 82 star Fox 
Kirby: 116: TIGER WOODS PGA 81 Resident Evil zero Gen 2002 
118 Canvas Curse os 2005 TOUR 2003 
117 Pilotwings 64 N64 1996 In the '80s, it was facing Iron Mike in 
the ring that scared us. This decade, it’s Best Import Only 
116 Tiger Woods PGA Tour 2003 GCN 2002 not a physical fight with Tiger that we're 
frightened of, it’s the mental beatdown. 5. Fire Emblem: Fuuin no Tsurugi - GBA 
115 Crystals NES 1990 If this game had jumped the pond, the back 
story of Roy (of Smash Bros. fame) would be 
114 Earthworm jim SNES 1994 known. 
113 Bionic Commando NES 1988 4. Giftpia - GCN. . 
This game was so trippy that it actually 
112 ce Arcadia: GCN 2003 shipped with a pacifier and a glow stick. 
Ogre Battle 64: 3. Sin and Punishment - N64 
111 petson of tordly Caliber N64 2000 Treasure’s N64 masterpiece was the swan 
song for the console. Maybe we'll see a sequel? 
110 neacventure of Link NES ‘1988 . 
2. Final Fantasy Ul - SNES 
109 Ikaruga GCN 2003 — I'm not sure if any of you have heard of this 
series—it has a small but loyal following. 
108 Castlevania: GBA 2001 104: 
Circle of the Moon | GEAR 1. Mother 1+2 - GBA 
METAL The US has never received Mother 1 in any 
107 Tales of Symphonia eies 2008 Yeas ale a OF eee eucel form, but that does not diminish our love for 
stands as the grandfather of today's Poo. 
106 super Punch-out!! SNES 1994 stealth games—poor translation aside. 
105 tony Hawk's Pro Skater 3 GCN 
104 Metal Gear NES 
103 mega Manx SNES 
102 Tettis attack SNES 
101 Etemal Darkness: GEN i Mottiver 2 (Eartire-cuyd),- SMES 
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“PS” Family logo are registered trademarks of Sony Camputer Entertainment inc. Microsoft, Xbox and the Xbex logos are ear regitered posonetes x store 3 eet eee inthe Unie: Seed andor other counts. mes the Nintendo GameCube 
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—— ioe  DGEH 

Meet Shadow, a hedgehag with a mysterious pest. Yeur choices throughwot the game will enable him ta 

tscever his true identity. llith a little help From seme high-speed vehicles and high-powered weapons, oF ; 
_ course. Shodaw's alther gaing ta destrey the warld, er save us all, Bot slither way, youl have a black. - 


HERO O78 VILLAIN? 19'S ALL UP To vow. 
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The DS scene is a hotbed of exploding trends and gotta-play games, just like Iwata 
promised it would be. Check out what's moving, shaking and taking names. 


Wi-Fit 


Mario will bump into millions 
of new friends via warp pipes. 


Everyone who nabs a Wi-Fi-enabled Ds game will give the Nintendo 
Wi-Fi Connection a go. That's Satoru Iwata’s vision, which goes far 
beyond the typically dismal online trial and adoption rates seen on other 
systems. During the Nintendo prez’s TGS keynote, he spelled out his reasoning. 
{t will be easy to connect to the Wi-Fi hotspots that unify the globe, whether 
you're in pubtic or using your own home's network. Pipe dream? As Nintendo 
preps for the November debut of Mario Kart DS and the future launches of Tony 
Hawk's American Sk8land, Animal Crossing: Wild World and Metroid Prime 
Hunters, hotspot details that will knock your socks off will emerge. But that's only 
part of the secret. Iwata says that the experience of connecting and playing has to be 
as fun and simple as plunking your butt down on your couch with friends. From what 
we've seen, we can vouch for the connection. Easy-peasy. As for the “friend” part, 
Nintendo plans to give you control over who gets into your “Wi-Fi 
gaming room” with tools such as Friends Roster. When you 
register your first game with the network, you'll get your 
unique Friend Key, which allows any gamer to add you 
to his own game’s Friends Roster during a wireless 
LAN session with you, Or you can give people your 
Friend Key in more-old-fashioned ways (phone, 
€-mail, chat rooms, whatever), and they can 
me enter it into their Friend Roster manually. 
’ There'll be no surprises about who you're play- 
ing with; if you want to welcome a high-octane 
playa into your game sessions, that’s your call, 
More details are forthcoming—as is a 
new world of Nintendo gaming. 


{ seeds 


E) Map-Happy 
It’s not the sexiest advance, but it’s quickly becoming a must-have: persistent maps. 
Having a map at hand on the second screen lets you get your bearings in a way that's 
been impossible on single-screened handhelds. Console racers can easily tuck a map into 
a TV-screen corner, but pre-DS racers? Not enough screen space. Upcoming DS racers 
like Mario Kart DS, Burnout Legends and Need for Speed: Most Wanted are all using at-a- 
glance orientation to help you prep for dead man’s curves, get defensive against cars 
breathing down your tailpipe and know when ta go turbo. And Mario Kart DS one-ups the 
competition with a map that lets you zoom in to see incoming shells, Even Castlevania: 
Dawn of Sorrow is using a dungeon map to keep your mental compass from shattering. 
There's always been miles of trekking and backtracking in Konami's series, anc so the 
handy aid is a godsend. Maps might not be sexy, but feeling lost always ruins the mood. 
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In Viewtiful Joe: Double Trouble, 
Capcom's hero takes to the DS so easily 
that you'd think his two GCN epics were 
test runs. What's thrilling about the 
upcoming game isn't just that VJs 
hypercombat and crazed style have 
made the leap from the console; it’s 
how the new Scratch, Slide and Split 
powers take the DS to places where no 
one else has gone. Of course, not just 
any series could debut powers that let 
you slash the action like you're splicing 
and editing movie celluloid (Split), or 
flip the dual views like flapjacks (Slide) 
to pop foes and smash glass when a 
zoomed-in scene 1s on the touch screen. 
Or rub the screen to shake VJ’s movie- 
set world and drop ceiling props on foes 
(Scratch). Only Joe could get away with 
being that nuts. 
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4 
Control 
Freaky 


Crazy-but-easy con- 
trol got the masses 
in arcades back in 
the day (see: Missile 
Command and 
Tempest). Let the 
good times roll: 
Meteos, Pac ‘N Roll 
and Bust-a-Move DS 
are pure arcadia. 


5 | 
Sim Life 


In the DS version of 
The Sims 2, you'll 
turn a fleabag hotel 
into a resort full of 
personality. Yours, 
to be exact. The 
game would be a 
chore without sty- 
lus control. Moving 
furniture, mixing 
music, killin’ ver- 
min—all a snap. 


| 6 
Got It on 
the DL 


Why gamemakers 
didn't include more 
Download Play in 
the first wave of DS 
games bafftes the 
mind. Multiplayer 
matches are a 
win/win, as the 
sults say. Mario 
Kart DS will offer 
8P races via one 
game card, and 
Burnout Legends, 
Sonic Rush and 
SBK: Snowboard 
Kids are among the 
Many titles diving 
into downioading. 


Traumatized! 


Inspiration would have had to strike us 
repeatedly, causing serious brain dam- 
age, before we could have come up with 
a DS concept like Atlus's Trauma Center: 
Under the Knife. Sterilize your stylus 
before this fun surgery title, 
because it’s more versatile than 

a Swiss Army Knife: itputsa _ 7 
syringe, a laser, an 
ultrasound probe, a 
lance anda 
suction tube in 
your hand. 


Dark Arts 


/ Pee 


nod ped 


Spell-drawing exploded on PCs when 
god-game Black & White turned the 
mouse into a magic wand, letting play- 
ers sketch shapes to cause fires and 
other mayhem. The DS now dares to go 
there with Potter, Castlevania and Spyro. 
But will Black & White Creatures, due 
next summer, bring its signature touch 
to the DS? We're dying to find out. 


Slayers have 10 seal 
the deal in Castlevania. 


J 


o 
a 
a 
a 


“POM Sz (O 


fasislagve tp bepphy gh mp 


OPS Tf 


Fuzzy Logic 


j 


How real does it feel? That's the question we've 

asked again and again as gaming has grown over 

the years. And while a world of developers has 

toiled away on tweaking graphics and 

adding smarts to Al, Nintendo made 

the next leap in realistic feel by sim 5 
ply letting us pet a puppy. That's a bit- 


ter pill for those who praise every new sy ™" 
advance in polygon count, but it’s a . Le § 

powerful brew for everyone else. Gamers . 4 

loved the hyperrealism of Resident Evil 4, . Ye 
but could it love us back? Even previous life ~~ * i al 


sims, when prodded by buttons and cursors, 

Just don’t come close to the emotional impact 

of petting a golden retriever and seeing it roll 
over to give up its belly for more of the same. Or 
a dachshund chasing its tail after you pull it. Ora 
beagle yelp when you rub it too hard. Not to 
mention the impressive voice control that con- 
nects people to their often-willful pups. But while 
the many unlockable breeds will keep 
Nintendogs owners in heavy petting for along 
time, what's going to make these players sit up 
and beg in the months ahead? The next life simu- 
Jator swimming into view is Electroplankton, In 
which the musical, microscopic life-forms are 
every bit as responsive to touch (and some of 
them to your voice) as the Nintendogs pups. Two 
other games will dabble in feel-real when the DS 
version of Harry Potter and the Goblet of Fire 
brings the Care of Magical Creatures to life with 
touch and mic control, and Harvest Moon DS lets 
you wash you farm dog, shear your sheep and 
milk your cow, But Majesco’s Black & White 
Creatures will try to trump them all by letting you 
guide the life of a 50-foot-tall beast with reinforc- 
ing or discouraging strokes—and commands, 
since taking such a megacritter out for a walk can 
mean life or death for innocent bystanders. 


Life will never be the 


same now that We can touch games 


a Just as deeply as they touch us. 


Your pet in Black & White Creatures Think of Electroplankton as the 
may try to eat people. Like that? A —_—microscopic world that lives within 
little tunmmy rub will encourage it. the water dish in Nintendogs. 


Manhandled! 


There's something about Trace Memory, 
Castlevania: Dawn of Sorrow, Lost in 
Blue, Animal Crossing: Wild World, 
Trauma Center and Viewtiful Joe: Double 
Trouble: directly handling stuff in the 
game world. And until holodeck technol- 
ogy is perfected, that’s the closest to vir- 
tual sensuality that we're ever gonna get. 


a handf ul. 


Bad Altitude 


Acrophobic? Stay away from Sonic Rush, 
which uses the DS as one supertall 
screen. Running down insane slopes at 
breakneck speed-that’s the Sonic we 
respect. Guilty Gear: Dust Strikers, Bust- 
a-Move DS and Mario & Luigi: Partners 
in Time are also going vertical. 
Hopefully you don't get nosebleeds at | 
high altitudes, 
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High score! MPP shakes 

~ | the shack: 

and rocks the house. 
wy 
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inball Wizardry 


We wouldn't blame Samus if she went multi-ballistic over Metroid Prime Pinball. It’s the first Metroid game in which 
she's completely upstaged. Don’t get us wrong: 35.73% of the reason that we're bonkers for MPP is how brilliantly the 
developers at Fuse Games have tapped Samus action, having the bounty hunter roll around the field in Morph Ball 
form, sometimes taking a break to stand up and fire at swarming Shriekbats or to leap into action in bonus modes. 
We're also shocked to see how well Fuse has welded Metroid Prime's steely textures and eerie sounds onto pinball 
tables, not to mention how awesome the boss battles have turned out. But the other 64.27% of our Metroid Prime 
Pinball obsession stems from the pinbail itself. Playing MPP is like owning a portable table. The dual screens put a 
supertall field close to your hands. The touch screen lets you tilt the table. The Rumble Pak vibrates at all the right 
moments. Pure genius. The tota! effect? You've got to play it to believe it. Fortunately, MPP has an 8P Download Play 
combat mode, too. (Now ya have na excuse.) 


13 a a 
Painted Love 


Paint programs are hardly new. But 
stylus painting is much more user- 
friendly, and has sparked a cus- 
tomization renaissance with 
skateboards (Tony Hawk's 

American Sk8land), vehicles 
(Mario Kart DS, Need for + 

Speed: Most Wanted) _ 
and lots 0’ surfaces in 

Animal Crossing. . 


Artsy fartsy? Let - 


 - 
‘ef rip on the DS. 


ES 
for Controls 


} De a i 


Just because you can design touch but- 
tons, should you? They've felt tacked-on 
so far, but well-thought-out controls are 
emerging in Tony Hawk's American 
Sk8land and SBK: Snowboard Kids, 
among others. And Super Princess 
Peach takes it all the way with emotion 
control. Hopefully we'll see 
it under North American 
thumbs. 


°o O/ duck and 
cover! It's 
the Princess! 


|a 
-¥ Delicious 
Menus 


Why have we been 
will'ng to interrupt 
games to dip into 
menus? Now with 
developers natling 
menus toa screen (in 
Advance Wars, 
Harvest Moon DS and 
Lunar Dragon Song) 
you can keep your 
head in the game. 


16 
Lost on 
the DS 


Maps keep you 
sane, minigames 
keep you alive and 
shutting your DS 
keeps water boil- 
ing: Konami pulled 
up a whopper with 
Lost in Blue. 
Fishing, milking, 
Starting fires and 
MacGyver-ing ani- 
mal traps from 
sticks? Get strand- 
ed-ASAP. 


17) 


Amazing 
Trace 


Thinking of Trace 
Memory as Myst DS 
misses the bigger 
picture. One screen 
shows 2-D clase-tips 
that you can literal- 
ly probe as you puz- 
zle through a man- 
sion. And the game 
gives you hero con- 
trol via stylus on 
the 3-D screen, and 
uses dual screens in 
eerie ways that we 
wouldn't dare spoil. 


] 


Bros. Grow 


From what we've seen So far, Mario & Luigi: Partners in Time might be a masterpiece. Not 
just because of its artful use of 2-D style. Or the 4-D time-traveling that teams Mario and 
Luigi with their baby incarnations, which helps them bust dungeons that rival the ones in 
Four Swords for sheer ingenuity. No, M&L’s new RPG will turn heads with its dual-screen 
designs. Everywhere you turn (as the quartet fights off an alien invasion) you'll see both 
screens used in ways that set the standard for what DS RPGs can be. First off, when not 
performing other tricks, the upper screen Is a map—highly useful to navigate the game's 
sprawling world. At other times, the screens depict supertall scenes, like showing the cur- 
tains hanging above a castle courtroom, or reflect simultaneous action, such as when 
UFOs rush to blast castle towers while people freak out on the floor, Battle scenes grow so 
tall that cavern stalactites and the tops of evergreen trees form backdrops. The height 
also allows Pirahna Plants and other bosses to get XXL and lets evil helpers fly in to drop 
weapons. It’s an RPG in a class of its own. 


The two-screen designs 
throw down a new 
gauntlet for DS RPGs: 
dual exploration. The two 
duos—the younger and 
elder bros—can split 
apart, which lets players 
swap control between 
the pairs. You can use 
adult Mario and Luigi to 
hurl the babies down pits 
or into clouds, then use 
the tots to hit switches, 
for instance. As you take 
on far-more-complex 
split designs, you'll need 
to think carefully about 
where each pair is, and, 
Just as importantly, what 
evils might be closing in 
on the pair that’s sitting 
around on the other 
screen. 
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Bo 
as 
go. 
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| 
Caddy 
Smack 


Tiger had a good 
tee-off, but Touch 
Golf has the sweet- 
est connection to 
the green that 
we've ever seen. 
How about a 
release date? 


em Shock Tactics 


. who've never played ‘em. But with three 
Darn la games~ Battles of Prince of Persia, Age of 
Empires: The Age of Kings and Real Time 
Conflict: Shogun Empires—zooming in on 
violence via the second screen, they 
should gain true perspective, 


Why haven't we 
seen a flood of co- 
op dungeon-bust- 


ing on the DS? Well, 
LAN-tastic news: 
Heroes can go co- 


op, even explore 


opposite ends of an 
area in Chronicses 0 d rama 


of Narnia. 


22] Screens 
BOVORG | veveetinnsuayty titra: 


screen cinematics we saw for Metroid 
Games Prime Hunters, but we've been caught 
off guard by another storytelling method 
that’s shown up in games like Ultimate 


Spider-Man and Trace Memory. Both fly 


Iwata promised series of illustrations through one or 
that the DS would both screens—a strangely effective way 
go to “other plan- to burn images into our minds. 


ets” of experience. 
In Japan, that’s 
meant megasuc- 


cess for DS Brain Ultimate 
Training. Will Ryuta | Spidey ; 
Kawashima's genius chucks its 
spread to North comic 
America? panels 
into view 
Oo, as if the 
game's 
the | hopped 
answer! / up on Pop 


Rocks. 


and grudge matches? 
Hopefully not 


Samus in 


The atmosphere 1s deadly calm at the moment. But when Metroid Prime Hunters 
season opens next year, that’s all going to change. If everyone who's played the 
demo—how many millions?—signs on for a tour of duty, you probably won't be 
able to enter a public space without getting caught in the crossfire of a LAN 
Match. And the big announcement that MPH will tap into the Nintendo Wi-Fi 
Connection has gamers dreaming about hunting bounties on a far larger scale. 
Details about how Nintendo plans to connect opponents through the network are 
still more heavily guarded than a mother lode of Phazon, but you can be certain 
that it'll follow Nintendo's philosophy of easy access and sweet gameplay, Here’s 
what that translates into: killer Wi-Fi grudge matches. 

What’s far clearer, now that we've played through a full tevel of Metroid Prime 
Hunters’s single-player adventure, is how awesomely the Metroid Prime experi- 
ence has translated to the DS. We've blasted through space in Samus’s ship to 


Will any place be Safe from fra 


— 


SI 


reach a space station, which might have been abandoned by an ancient race but 
has attracted all sorts of creatures who are begging to see the business end of 
Samus’s Arm Cannon. Fortunately, the DS’s unique FPS controls, which have mim- 
icked PC mouse-aided contra! through the touch screen nicely, prove just as natu- 
ral over the long haul of an entire mission. We've also confronted Kanden, the 
mad-experiment-turned-hunter. The cold killer squirmed out of reach several 
times in a creepy worm guise before we reached the main confrontation, which let 
us put our DS FPS skillz to the test. He shifted between heavy-gunning humanoid 
shape and bomb-dropping worm form in a multistage boss battle that rivals some 
of the most memorable in Metroid history. Will all the bounty hunters prove so 
meaty? Part of the answer lies in how well a world of DS FPS gamers exploit them 
in battle—and we'll find that out early in 2006. 
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INTERNATIONAL 


TREASURE 


By Steve Thomason 


NP sits down for an 
in-depth interview 
with the man behind 
Gunstar Super Heroes. 


Among hard-core gamers, Treasure is one of the most 
revered developers in the world. The company behind 
such cult classics as Dynamite Headdy and Ikaruga has a 
long history of crafting genre-defining masterpieces. 
While in Japan, I had the opportunity to chat with 
Treasure president and cofounder Masato Maegawa. 


Nintendo Power: First, could you tell 
us a bit about Treasure’s history and 
how the company got started? 
Masato Maegawa: We wanted to start 
asmall company so we could do what- 
ever we want. That was very important 
tous, 


{Though Maegawa is reluctant to talk 
about it, the founding members of 
Treasure previously worked at Konam) 
on such titles as Contra I: The Alien 
Wars, Rocket Knight Adventures and 
The Simpsons arcade game. -Ed.] 


NP; How many teams are now working 
within the company? 

MM: There are four teams, each team 
working on one title. 


NP: There's long been a perception 
that Treasure has a no-sequel policy, 
but recently the company created fol- 
low-ups to both Gunstar Heroes and 
Guardian Heroes. Could you Clarify 
what your stance is on sequels? 

MM: Actually, it’s not like there is a 
policy that we don't create sequels. 
For Gunstar Super Heroes and 
Advance Guardian Heroes, the mem- 
bers of the original development 
teams got together and they came up 
with the concepts for the sequels. But 
we've never had a policy against it. 


NP: What was it like working with Sega 
again ona Gunstar Heroes title? 

MM: Well, I've worked with Sega for 
over 10 years. | know people at Sega 
very well and | know how to work with 
them, so it was very easy. We didn’t 
have any difficulties. 


NP: Is there much difference working 
with different publishers? For in- 
stance, is there any difference 
between working with Nintendo and 
working with Sega? 

MM: Well, of course there are differ- 
ences between publishers. But froma 
development standpoint, there area 
lot of similarities between Sega and 


Nintendo. Both companies work with 
us in very similar ways, 


NP: Treasure'’s titles often boast some 
of the most amazing visuals for the 
particular piece of hardware they're 
developed for. For example, Gunstar 
Super Heroes is one of the best-look- 
Ing games on Game Boy Advance. How 


does the team manage to achieve such 
stunning results? 

MM: Our goal is to max out whichever 
platform we're working on. We try to 
do whatever we want and see how far 
we can push the hardware. At the end, 
people might recognize the gaod visu- 
als, but that’s not really our purpose. 
We just want to utilize the functionality 
of each system to create the best 
game possible. 


NP: Treasure is also known for creat- 
ing incredible boss battles. What's your 
philosophy behind that? 

MM: Usually, other developers have a 
designer create the boss first, then a 
programmer implements it into the 
game. But what we do Is have the pro- 
grammer collaborate on the boss from 
the beginning. He knows how to han- 
dle a boss within the game, so his 
input can help make the encounter 
truly outstanding. 


NP: Are there any genres that 
Treasure has yet to explore (such as 
RPGs) that you'd like to try? 

MM: Yes, we would love to create 
games in different genres, such as an 
RPG, but the reality is that the compa- 
hy Is pretty small. So what we can do Is 


66 Our goal is to max out 


whichever platform we're 


working on. We try to 


see... how far we can 


push the hardware.” 
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kind of limited. Also, we 
already know how to create 
good action, fighting and 


shooting games, so we tend to 


stick with those genres. 


NP: Recently Treasure seems 
to be focused more on hand- 
held games. What's the moti- 
vation behind that? 

MM: What we're best at is 2-D 
action, and every time we 
decide to make a 2-D action 
game, It ends up on a hand- 
held. Gamers expect 3-D on 
home console games, soit 
would be very challenging ta 
create a successful 2-D game 
ona console, 


NP: Do you think we'll ever 
see another Gunstar Heroes 
or Guardian Heroes on home 
consoles, be it 2-D or 3-D? 
MM: Actually, [looks at Sega 
PR rep and laughs]... we 
don’t know yet. It would be 
very challenging. Maybe if we 
do create one, it'll 
have to be fully 
polygonal. We would 
Ike to make it 2-D, 
but | don’t think it's 
going to work. 


NP: What about 
sequels to some of 
your other games. 
such as Dynamite 
Headdy or Sin and 
Punishment? 
MM: Speaking of Sin and 
Punishment, we designed 
that game specifically for US 
gamers, We really wanted to 
release that title in the US. 
But Nintendo didn’t think it 
would sell 500,000 units, and 
in the end, they decided not 
to publish it in the US. We are 
thinking of doing a sequel to 
Sin and Punishment, but we 
also have to keep business 
considerations in mind. So at 
this moment, we're not sure. 
We think US gamers would 
enjoy it, though, so we'd like 
to doa sequel. 


NP Treasure has worked with 
a number of different publish- 
ers, but has always remained 
independent. How important 
is that independence, and 
what are some of the chal 
lenges that come with it? 
MM: We used to work only 
with Sega. At that time, when- 
ever we would finish a game, 


tkaruga 


Sega would immediatety 
request another title. So we 
were always sort of guaran- 
teed a publisher for our next 
title. Now, we can choose 
whichever title we want to 
work on. We have more free- 
dom to choose what we want 
to do, but at the same time, 


we have to seek out a publish- 


er for every title. So that 
makes it more challenging. 


Silhouette Mirage 


NP: You've occasionally 
worked on properties from 
other publishers, such as 
Wario World and Silpheed, 
How has that experience dif- 
fered from creating your own 
games, and Is it something 
you'd like to do more of in the 
future? 

MM: Every time we work with 
a publisher's property, they 
always pramise that 
Treasure can do whatever 

we want with it. That 
has to be part of the 
contract, [Laughs] 
So it's not like we 
have to follow 
any predeter- 
mined rules 
when creating such a 
title. As a result, there's 
not much difference 
between working on an 
original game and an 
existing property. 


Crown Jewels 


Our top five Treasure games of all time 


NP: Are there other specific 
franchises or properties that 
you'd like to tackle? 

MM: if | had to list them all, 
you wouldn't be able to fit it 
on a page. [Laughs] But seri 
ously, what we do is let the 
team members decide which 
game they want to make. 
They don't get any directior 
from me when it comes to 
making that decision. | always 
ask the individual 
developers what they 
want to work on. 


GUARDIAN HEROES (SEGA SATURN) 
The hand-drawn graphics and chaotic 
action hold up incredibly well. 


GUNSTAR SUPERHEROES /GUNSTAR HEROES (GBA/SEGA GENESIS) 
No one blows stuff up real good like 


the Gunstar Heroes. 
NP: Are there any 


other developers that 
you admire or get 
inspiration from? 
MM: There are many 
developers that | look 
up to. But it’s kind of 
hard to single out a 


few. 


NP: Why do you think 
Treasure has such an enthusi- 
astic fan base? 

MM: Well, what we create is 
for hard-core gamers. So | 
think our fan base is made up 
primarily of hard-core 
gamers. And we really thank 
them. When we're developing 


RADIANT SILVERGUN (SEGA SATURN) 
This import-only shooter is highly 
sought among collectors. 


SIN AND PUNISHMENT (N64) 
One of the N64’s greatest action titles 
never made it out of Japan. 


Treasure’s first GBA title proved that 
innovation was stilt possible in 2-D. 
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Mischief Makers Gunstar Heroes 


66 The original 10 members of 
the company are all still here. And 
they’re still creating what they want.” 


atitle, we really focus on one specific NP: How has game development 
aspect to make It really good. | think changed since Treasure first started? 
this differs from other titles, and the MM: Nothing has changed. [Laughs] 
people who recognize that are hard- Maybe other companies hire new 
core gamers, people and train them with new titles, 
but what we do is create the games 
NP: Gunstar Super Heroes is a mix- that we want to create. The origina: 
ture of all-new content and elements 10 members of the company are all 
from the first game (returning boss- still here. And they're still creating 
es, remade levels, etc.). Why did you what they want. That concept has not 
go with that approach? changed. 
MM: We hoped that fans of the origi- 
nal Gunstar Heroes would be happy NP: What are your thoughts on the 
about it. We did not reuse any of the next-generation systems, and what do 
original data or programming, and you think some of the challenges will 
essentiatly recreated those bosses be with the new hardware? 
and stages from scratch. At the con- MM; We are already working on a 
cept design stage, | asked the devel- next-generation title. The specs are 
Opers not to go back and play the really high compared to previous sys 
first game again; otherwise, they'd tems. We are having a hard time 
want only to bring back the features deciding where we should stop [in 
from the original. | wanted them to terms of exploiting the hardware] 


explore new ways to create Gunstar 
Heroes. So that’s why there are some NP; Have you had any discussions 


new elements. with Nintendo regarding the 
Revolution? 
NP: How did the Sega cameos come MM: We have started to talk about the 
about? Revolution with Motendo, but not in 
MM: We created these cameos as a any great detail. Please wait a little 
way to demonstrate the clarity in longer. 
graphics that the GBA can produce, 
and to push the limits of the GBA NP: Can you give us any hints on any 
technology. of your upcoming titles? 
MM: Well, of course we've already 
NP: Can you talk about what hap- announced Bleach for the Nintendo DS 
pened with ESP, the collective of devel- —_{in Japan]. We're also working on a 
opers that included Treasure, Game new shooting/action title. 
Arts and a number of other compa- 
nese NP: Finally, anything you'd like to say 
MM; At this moment, ESP Is a publish- to your fans in the US? 
er rather than a group of small devel- MM: Including the Genesis era, we 
opers as it was originally. believe that the fan base is made up 


mostly of US gamers. So we really 
NP: Is Treasure involved with ESP any- want to thank US gamers. And 
more? ptease look forward to our 
MM: Yes, we are working with them on upcoming titles. 
an original title. 


=e 
Tro 


Wario World 
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Invade both the main screen and the touch screen with outrageous 3-on-3 battle action, 
insane "what if" battles and all-new story lines! Experience Dragon Ball Z’ the way it was meant to be played! 
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MINING 
RRE’S 


POKeMON 


We highlight the ins and outs of Orre, and show you all the ways you‘can 
catch ‘em all in Pokémon XD: Gale of Darkness. 


hy Chils Shepperd 
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NP g. Ot 
COVERAGE (feaall 


GAME s), 2 x} 
PROGRESS oe Ky, 


[- PLAYER'S GUIDE - | 


L BATTLE SIMS & ~ 
BATTLE BINGO 


AVA VA 
A SS 


Last month we made our first examination of 
the wonders and perils of Pokémon XD. This 
month we dive deeper into the evil plot 

Cipher has in store for Orre. Along the 

way, we show you where and how to 

catch both Shadow and regular 
Pokémon. From Agate Village 
to Kaminko’s manor, you'll be 
well on your way to tracking 
down Shadow Lugia and 
defeating Cipher for good! 


1995-2005 Nintendo/Creatures Inc./GAME FREAK inc./Developed by Genius Sonority Inc. 


2005 Pokémon. 


SHAMELESS PLUG FOR THE 
PLAYER’S GUIDE 

There are more Shadow Pokémon in Orre than we could ever hope 
to cover in one article. For complete strategy coverage and com- 
prehensive Snagging tips for Pokémon XD, pick up the official 
Nintendo Power player's guide today! 


fh Lip eeepotemondcon Check out my version 


of the Power Glove! 
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Eevee and Its 
ii ; ~ 
_ Evolutions 
4 You'll begin the game with a Level-10 
' Eevee. When you arrive at Gateon Port 


» (see tip 3), you will encounter a sailor in the 
Parts Shop who shares your love for Eevee. 


5 MISSING SIS 


Jovi is like most little sisters—always get- 
ting in trouble. She’s gone missing and your 
mom, Lily, is worried sick. After grabbing the PDA 
from your room, head upstairs and talk to Adon, the 
man hiding under a workbench. He'll tip you off that 
Jovi most likely headed to Or. Kaminko’s house during 
a game of hide-and-seek. He'll show you where Dr. 
Kaminko's manor is on your map. 


After you listen to the 
sailor’s story, he'll let you 
choose a stone to hold, 
Your Eevee will evolve into 
one of five different 
Pokémon depending on 
which stone you select. 


TEESE 


2 SNAG THE SNAG MACHINE 


Sure enough, Jovi's been loitering around Kaminko’s place, She'll fallow you back 
to the Pokémon HQ Lab. Trouble is brewing back at home—once you locate Professor 
Krane and he equips you with the Snag Machine, Cipher thugs come and take him away, 


i] / Ina last-ditch effort to 2 
A> oe OC sare ere Krane, Mm Vaporeon Type: MRM 
> , yeu lneie 2PY Naps 2 | Evolves with Water Stone 


a 
: 
z 


Cipher soldier. Toss a Poké ¥ Ht 

Ball right away—you'll im Jolteon TYPE: ie 

Snag th 4 fe 
aL Ma edanleart cuddly ) Evolves with Thunderstone 

Teddiursa without 


resistance. 


Flareon TYPE: 
Evolves with Fire Stone 


Teddiursa L-11+ Sa Umbreon TvPE: 


Evolves with Moon Shard 


‘ MM fspcon ee 
Espeon Type: 
SPY NAPS 


Evolves with Sun Shard 


f 
y 


ADAM threw a SNAG BALL 
/ 


Visit the lone Trainer along 
the rocks of the far northeast 
corner of Gateon Port. Fight 
him and Snag his Shadow 
Ledyba. 


3 PART AND PARCEL 


Even though Professor Krane has been kidnapped, his work at the lab must go on, 
He's been working on a device called the Purify Chamber that can cure Shadow 
Pokémon. Head to Gateon 
Port and get the Machine 
Part so the lab assistants 
can finish building the 
device. After bumping into 
the strange old man Verich, 
head to the Parts Shop. ; CASUAL GUY CYLE 
Talk to the people inside ; . 
the shop, then locate Perr 
out on the docks ‘he'll give — . . 
you the Machine Part. PERR: Tl find tha a a Se \ The Trainer at the top of the 
F Gateon Port lighthouse 1s one 
of only a handful of non- 
Can 1 got you to come tovour’ shop? : Cipher battlers to carry a 
Shadow Pokémon. 


aise BUG FLY 


need 


Once Perr leaves, you can use the rotating bridges to access 
areas over the water, including the lighthouse in the north- 
east corner of Gateon Port. Stand on the arrow pads to spin 
the bridge pieces toward your intended destination. 


Poochyena L-Li+ 


BODYBUILDER KILEN 
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100% Pure Pokemon 


THE SECRET OF AGATE VILLAGE 
When you drop off the Machine Part with Lily, she'll tell you about the Purifying process at Agate Village. Once in Agate 

Village, head to Eagun’s house. He'll rush in and tell you to meet him at the Relic Stone. Head to the cave below the 
Pokémon Center. Be sure to rest up before you enter the cave—you'll have to fight some Trainers before you reach the sacred spot. 


Use the Trainers in Agate Cave to help lower your Shadow When a Shadow Pokémon is ready for 
Pokémon’s Heart Gauges. Hopefully, several Pokémon will be Purification, the Relic Stone will glow green. 
teady for Purification by the time you reach the Relic Stone. Walk up to it to Purify a member of your team. 


It’s aLong Way to the Top 


5 VANDER CHAT ° Par ° i 
After you've purified your first i Triple-Digit Triumph j 
Pokémon at the Relic Stone, Eagun B i 

will take you back to his place. He Knows a 


Besides being an excellent way to gain valuable experience for 


guy named Vander at Mt. Battle who might | your Pokémon, Mt. Battle offers the chance to capture three rare 
know the whereabouts of the people that Pokémon. If you can battle your way all the way to the top 

took Professor Krane, To get to Vander, and defeat all 100 Trainers without exiting, you'll 

you'll need to scrap with a few of his stu- be rewarded with the chance to pick from three 

dents, but they won't pose much of a threat. Pokémon. Don’t worry; you'll be able to save 


while climbing the path, and your team will be 
healed after every battle. But if you leave, you'll 
have to restart from the beginning. 


VANDER: Shady characters were 
at the | 

Ara thay « 

abduction? 


TYPE: BURG 


You won't be able to compete at Mt. Battle 
until later in the game. Vander will notify 

you via your P&DA when Mt. Battle opens 

its doors to challengers. 


As you climb higher up Mt. Battle, the battles become 
more and more brutal. The final Trainers you face have DEFEAT 100 TRAINERS 
+ Pokémon around Level 80, so be prepared. | 
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& IT’S CRIME-FIGHTING TIME 


Just as Vander suspected, a } I 

Cipher has set up camp in the P 
desert, and you have good reason to 
believe Professor Krane Is somewhere 
Inside. As you explore the under- 
ground passages of the Cipher Lab, 
you'll be greeted rather rudely by 
Cipher Peons and lab workers. Be sure 
to return to Pokémon Healing 
Machines frequently to restore your 
Pokémon. Keep your eyes open for 
Shadow Pokémon -several of Cipher’s 
Minions will have them in their party. 


Cipher Lab: Outside 


6 aa \ d a. SUPER POTION 
a, \S i} 
a «= 3 --| & POKE BALL (x3) 


} | Cipher Lab: 1F Right Entrance 
ad , 
! “ee yl 
Shroomish L-15+ 


CIPHER R&D KLOTS 


A couple of 
Pokémon Healing 
Machines inside 
the lab are avail- 
able for you to 
revive and heal 
your team. 


ID CARD 


Cipher Lab: B1 


GREAT BALL 
FULL HEAL 


"The Hexagon 


POKEMON XD: GALE OF DARKNESS 


Brothers 


The Cipher thugs The Hexagon 
Brothers aren't all that bright, but 
they're a mean bunch. You need to 
defeat only one of them to gain 
access to the Cipher Lab, but it's 
worth battling them all because 


they each have a Shadow Pokémon. 


Houndour L-17+ 
oi ORK-FIRE 


CIPHER PEON RESIX 


Spheal L-17+ 
Type: (a 


F CIPHER PEON GLUSIX 


Baltoy L-17+ 
TYPE: 


CIPHER PEON BROWSIX 


Mareep L-17+ 


CIPHER PEON YELLOSIX 


Guipin L-17+ 
TYPE: 


CIPHER PEON PURPSIX 


Seedot L-17+ 


CIPHER PEON GREESIX 
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Cipher Lab: B3 


Numel L-14+ 
TYPE: 


CIPHER PEON SOLOX 


Cipher Lah: 82 


SUPER POTION (x3) 


GREAT BALL 


Spinarak L-14+ 


TYPE: 


CIPHER PEON NEXIR 


Hove my Luvdisc so much, I 
colored my hair to match it | 
i Ha 


meipnonse sey anes me sree a ga 


Be sure to have an Electric- 
type Pokémon (such as 
Flaaffy) in your party to 
knock out Lovrina’s Wingull 
and Luvdisc. 


Battle Cipher | 
_ Admin Lovrina 


|, Be sure to set your team before res- 
_ cuing Professor Krane—you won't 
1 be able to swap out Pokémon before 
| the battle with Lovrina. Lovrina’s 

| team is pretty tough—you'll have to jai R 

d swap your team members during ; Delcatty L-18+ 
j battle frequently to make the best 


| use of type advantages. Catching 
i Lovrina’s Shadow Delcatty early CIPHER ADMIN LOVRINA 
ft can shorten the battle by quite a bit. 
i 


FROM ADVENTURER 
TOLAB EXPERIMENT 


Your return from the Cipher Lab coin 
cides with the completion of the Purify 
Chamber. Running the Purify Chamber can be 
complicated at first, but the ability to Purify a 
bunch of Shadow Pokémon at once and without 
having to tote them around in your party is a 
great advantage. One important note: the 
Purify Chamber can only lower a Shadow 
Pakdmores Heart pa you sili need to z we = 
feturn fo the Pokémon #0 Lab to finish the © What shall | do with this SPHEAL? 
process. Talk with the scientists in the lab to ; 
better understand how the contraption works. 
They'll help you maximize the machine's 
Purifying efficiency. 


OPLACE 


SUMMARY 
© CANCEL 
a 


= PC/PARTY POKOMON Cancel 


Once you’ve placed a Shadow Pokémon in the middle After a Shadow Pokémon has been Purified, you can 
of the circle, set regular Pokémon around it so the leave the regular Pokémon in place for the next 
infected creature can feed off their positive energies.  Purificatation. These Pokémon groups are called sets. 
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ATA DECRYPTION 


The scientists at the Pokémon HQ Lab weren't able to decade the 

Data ROM you picked up after your battle with Lovrina, but they know 
someone who might be able 
to, Head to the ONBS station 
In Pyrite Town and talk with 
the manager there—he knows 
a little something about 
encryption and might help. 
While in town, check out 
Pyrite Colosseum, the Duel 
Square and the plust (but 
pricey) hotel. 


Decoding the Data ROM will 
take a while, so in the 
meantime Nett will send you 
out looking for Duking, the 
head of Pyrite Colosseum. 
Hes at one of the Poké Spots 
conducting an interview for 
an upcoming TV news piece. 
You can also participate ina 
Colosseum event to kill a lit- 
tle time. 


9 WILD ABOUT WILD POKEMON 
When you head to the first Poké Spot, Duking is about to begin 
his interview. He grabs you as a volunteer then shows you how to 
catch wild Pokémon. To help you get started, he also hands you 10 Poké 
Snacks and the Spot Monitor, which will let you keep an eye on wild 
Pokémon that stumble upon your bait. 


DUKING:sAH right) my, friend, 
Lay those POK4 SNACKS out on that plate there. 
Go_on now. 


You can catch as many Pokémon as 
™ you like at Poké Spots, but each spot 
~ will yield only three different kinds 
of Pokémon. Remember to replenish 
the spots with Poké Snacks after 
every battle. 


The Sights and Sounds of Pyrite Town 


POKEMON XD: GALE OF DARKNESS 


- 5 


The Duel Square 


Cees 


Across the bridge from Pyrite Colosseum, you'll find some ; 
of Pyrite Town's citizens waiting to take on all comers. You | 
won't find any Shadow Pokémon in their ranks, but you 3 
can fight them as much as you want to build experience 
quickly for your team. & 


oneal 


The adventurous 
Duking is always on the 
lookout for special and rare 
Pokémon, but he seems to be 
too busy to track them 
down himself. If you're 
able to get your hands 

ona Wooper, Surskit or 
Trapinch, Duking will 
trade it for one of his 
hard-to-get Pokémon. He'll 
trade you only the first time 
you present him with one 
of the Pokémon he's 
looking for. 


Shuckle L-20 
—_ _ 


TYPE: 


eed 


Meditite L-20 
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es 
Wanderer Miror B. Appears 
The first time you enter the Cave Poké Spot, the stylin’ Miror B. swaggers in and chal- 
lenges you to a duel. He'll take off when you beat him, but he'll leave the Miror Radar so 
you can find him 
around Orre. In future 
encounters with the big- 
haired boss, he’ll have the 
Shadow Pokémon you 
weren't able to catch in previ- 
ous battles in his party. Voltorh L-19+ 


Miror B. and his gang of 
Lombre love using a Rain 
Dance/Water Gun combo. 


10 OFF THE AIR | 
Makuhita L-18+ 


While you were off hunting wild Pokémon, Cipher infiltrated the ONBS television station. They want 
that Data ROM back and they won't give up until they get it or until you stop them. Be sure to catch the 


Shadow Makuhita from Cipher Peon Torkin and start Purifying it-the Fighting-type will come in handy shortly. 
CIPHER PEON TORKIN 


ONBS Building: 1F ONBS Building: 2F 


Vulpix L-18+ 
TYPE: 


CIPHER PEON MESIK 


PA AERA SEPT ART eLEURY 
Duskull L-19+ 


oe 

Battle Cipher 
f 
_ Cmdr Exol : 
_ The Makuhita you Snagged on the second i 
floor will help with Exol’s Normal- and 
_ Steel-type Pokémon. Carry a couple of 
Revives for this battle—if your Fighting- 
type gets knocked out, you could be in for 
a tough fight. Additionally, try to keep a 


Shadow Pokémon in your party to absorb | 
attacks from Exol’s Shadow Mawile. 


CIPHER PEON LOBAR 


} 


RES ERES ES 


ee 


REVIVE SOOTHE BELL 


ONBS Building: Rooftop Ralts L-20 
alts L-20+ 


CIPHER PEON FELDAS Mawile L-22+ 


96 NINTENDO POWER 


™ . ' a 
~ i 
iy q 
es ‘ 
\ A N 
a \aN 


KONAMI 


www.konami.com/gs 


= . ae J 
The chain chomp’ ; 
strikes fearinto. ~ . * —.| : 
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iNMERS 


tn Super Mario Strikers, fierce skilis and a bad 
attitude get you far. But the Chain Chomp lets 
you dominate. When you win your copy of the 
game and the limited-edition SMS ball, you cati 
serveup major punishment on and off the field, 


2005 Nintendo. 


EVERYONE 


Make your opponents and their soccer moms 
run for their lives when you kick around the 
limited-edition SMS ball. 


THIRD. PRIZE 


Even the Chain Chomp bows to the 
Triforce’s power. You'll rule with NP’s 
official T-shirt 


OFFICIAL SWEEPSTAKES RULES: 


#0 PURCHASE NECESSARY. pulicuase NOT IMPROVE 
ODDS OF WINNING. Only I ian residents 
pPuerto Rico and! re net emplayees 
endo of America Inc. (“Sponsor”) or its affiliates (6r 

ela YO where 


aketnnt 


information without furthe 

Ip 066 of wishing depend on tetal number of 
etigible extrles-recelved. Many wil extet, a tetal of £75 wil 
or substitution of prizes permitted, exce 


above. ¥T residents may omit cetuen postige, Grand Prize 
Tiventy. Siva (25) Grand Prize. swipnecs wilheach raceiy 
Uimited Eaition Super Marit Sx ikers Soccer Ball and at 
Super Marle Strligrs fer the Wisteudo Gamecube. 
‘Approerasé Retail Vase taRY) of grand Prize packag 
prize. S750 eae Second Prizes: Oar hundred (100) Seces 
a Prize wines witboich recive a Limited Edition Spper 
Marie Stress Soccer Ball ARY: $25,00 eget. Veing.erizas 
Ard Prize winners wil exch cecl¥ve a Nintendo 
$10.00 eatin prizes won ing minors wit 
acded tain plrent/legad guardian on thelc beta AM 
and WITHOUT WARRANTY OF 
wre is 3 miner his exer pal 
: fay) maybe required to elecute an afi 
SA eaertceed iabWity a6 8 ono 
ward. MiigaviFeg returned te Spensorwithin 20.day6 
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ES OR DAMAGES SUFFERED BY YOU. Enérants af ees 


relomincapae oF coma Les 
Any provision pf thesd Rides deemed v 
gatorced te tee extent permissiole, ard Ue remainder 
‘These mules will remafh in efbect.ghe Swabestzkes ane 
iccorn Rayingecanerials ate Coppeight < 2005 by Wintéad 
ol america lar 


cect si eer enemennnente 


My gamer fragged 
~ your honor student. 


PROUD PAPA? 
— 


————————— We understand. 


Video games aren't just kid’s 
stuff anymore. The whole family’s 
grabbing for the controller. 
Drop by Game Crazy for the 
latest and greatest on all things 
game. Bring your granny. 


LARGEST SELECTION 


OF NEW, USED AND CLASSIC 
GAMES AND CONSOLES 


BEST DEAL ON TRADES 
IT'S A GUARANTEE 


TRY BEFORE YOU BUY 


ONLY GAME CRAZY LETS YOU 
PLAY BEFORE YOU PAY 


Hit Geman for a store near you. 


By George Sinfield 


From Street Performer to Superhero 
ae | OR 


and Manhattan, where you have free-swinging reign. 


@ Combat Tours 


Race against time, fight crime and search every alley Since there are 190 A Combat Tour is like a string of criminal- 
nook and rooftop cranny for hidden items. The game tokens scattered oriented City Events. The starting point is a 
keeps a running tally of your accomplishments in throughout the city, fist icon on your Z-Button-triggered city 
four City Goals categories detailed on this page. you'll find many of map. After you defeat one group of perps, a 
Once you've achieved a minimum number of goals in them effortlessly as health pickup will appear and an arrow will 
each category, the next story mission will pop up on you explore your surroundings and com- point to the next street gang. 

the map. If you continue to complete goals, you'll plete story missions. The tokens you collect 

build up credit for story missions to follow. The mini- trigger your accumulation of unlockables, 

mum-required totals for each City Goals category are such as costumes and comic covers. 


displayed next to our story-mission descriptions. H 


@ City Events 


When you need a superhero, who are you 
going to call? Spidey! Petty criminals and 
citizens In distress appear as red dots on 
the radar. Rush to them and set things 
straight. When rescuing people, take them 


toa safe area and set them down when 
their auras turn from red to green. @ Race Medals 


f 


Appearing as running-man icons on your 
city map and spinning tokens at the start 
tocations, races challenge you to swing, 
jump and run through to a series of check- 
points with the clock 
ticking. A bronze medal 
or better will count 
toward your comple- 
tion of City Goals. 


©2005 Marvel Characters, inc. ©2005 Activision Publishing, inc. 
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Hungry Like the Wolverine 


1) Cross the Queensboro Bridge, then swing to the Daily Bugie’s roof. 
Your arrival will trigger a switch to controlling Eddie Brock as Venom. 
At the end of a Venom tutorial, you'll mix it up with Marvel madman 

' Wolverine. If you let him rest, he'll regenerate his health. Swing your 
tentacles at him nonstop and toss him when he gets close. 


Industrial-Strength Tour 


2 Your first Combat Tour is a story mission in an industrial section of 
Queens near the East River. The tour consists of four fights. Beat up 
the baddies with a combination of kicks and punches, then tie them 

5 
= 


up with webbing. After you clear a group, an arrow will point the way 
to the next group, and it'll appear on your radar 


° ° 
One-Rhino Wrecking Crew 
( 3) How do you find the Rhino? ae 
Easy! Just follow the trail of 
destruction and the onscreen 
arrow. When you get to the 
construction site, press X to 
jump onto his back then beat 
on him, Next head for the wet 
cement. When he’s stuck, hit 
him with the wrecking ball. The 
fight will move to a parking tot, 
Avoid the cars Rhino tosses and 
keep hitting the beast’s back. 


bh . 
When you need to lift an object on your way to Rhino, press X near the 
blue dot then tap L and R until the meter arrow points to the green area. 


The Mutant versus the Mercs 


5 Silver Sable’s Mercs will descend on Venom in a military-style mission, 
giving you a chance to tune up your fighting skills. You can toss 
Humvees and execute combo moves, but nothing beats the tentacle 
attack. If you're low on energy, feed on people. Bystanders will give 
you a better energy boost than the bad guys. 


Combinations with the X and B Buttons allow you to crush enemies com- 
pletely, one at a time. 


. Ed, Edd and Venom 


(6) Eddie Brock will transform into Venom and hunt down Peter Parker at 
the museum. Draw the beast to one end of the building's flat glass 
roof, hit him then run to the other end. When Venom jumps toward 
you, leap, hit him with an X- or B-Button bounce attack then run to the 
other end. Repeat the pattern until you're victorious, 


| 


If you‘re too close to an ailing Venom, 
he'll suck the life right out of you, 
adding to his health. 


Press L and R quickly and repeat- 
edly to bring the meter arrow to 
the green zone and escape. 


Venom and Spidey: Blood Brothers 


( 7 Taking a break from the web-sling’ng and thug-beating, you'll witness 
a scene in Peter Parker's basement that reveals a connection between 
Spider-Man and Venom. With a sample of his blood under a micro- 
scope, Peter finds traces of the Venom organism. That's why he has a 
splitting headache whenever he’s near the beastly suit! 


Shock Therapy 
¢ Megavolt maniac Electro is on the rampage. AS Venom, you must 
chase him down then knock him senseless. The most difficult part of 
the chase is when your target flies to the top of tall buildings. If you 
drop to the ground Electro will be out of reach. From the top of the 
tallest buitding, drop one ledge at a time to keep close to Electro. 
Once in Times Square, toss cars at the bald baddie. When his energy is 
low he'll transform into an electricity-consuming machine. 
sources of power in the area and keep targeting your enemy. 


When Electro stops during your 
chase, keep your distance. He'll send 
out a damaging burst of energy. 


On your way down from the tallest 
building, stop midway then leap 
across a wide gap. 


stroy all 


Knock Electro out of the air by hit- 
ting him with cars. Also destroy 
all electric billboards and lights. 
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_ Battle of the Bugs 


When the Beetle buzzes through the city, you'll give chase, starting in 
Queens and working your way through the tunnel to the downtown 
area. The flying fiend is swift and able to create force fields that will 
stop you midswing. You'll catch up to the Beetle at the top of a build- 
Ing under construction. He'll fly around two floors. Avoid his blasts, 
wait for him to fly by you and hit him with bounce attacks. 


As you're swinging, press Y to climb After the bug glows red, he'll 
over the Beetle’s force fields. release a burst. Drop to avoid it. 


7) You and what Army? 


12) When Venom escapes Silver 
Sable’s grasp, you'll take over, 
first fighting Sable, then going 
up against Sable’s men. The 
battle against the Mercs will 

‘¢ place in four sections. As 
ed 
enough men to move on to the 
next section, an arrow wilt 
point you in the right direction. 
Move swiftly and gain the high 
ground. Feed on civilians to 
keep your health near the max- 
imum ievel 


— 


soon as you've defee 


Only You Can Prevent Goblin Fires 


What's a Spider-Man game without a battle against the Green Goblin? 
Of course, first you'll have to catch the hulking pyromaniac. The 
Goblin will hop acrass the city in an erratic pattern, then pause to 
throw fireballs at you. Follow him closely while he’s moving, but main- 
tain a safe distance once he stops. When the beast gets to his destina- 
tion, jump away from his fireball attacks (three single fireballs fol- 
lowed by two in quick succession). After he extinguishes himself 
temporarily, knock him over with a combination of punches and kicks. 
When the fight is about halfway over, it will continue in an auditorium. 
Keep wearing him down until he’s cooked. 


In the auditorium, the Goblin will 
create a ring of fire. Jump clear. 


During your pursuit of the Goblin, 
save civilians while avoiding fire. 


’ Laser Tag 


(47) Venomis on the trail of the 
Beetle. After a short chase, 
you'll engage in a long ware- 
house battle. Jump out of the 
way of the creature's bombs, 
then whip him with your tenta- 
cles as he begins to fly around 
the arena or attempts to fire 
his blaster. When he glows red, 
leap away from him to avoid an 
energy blast. About halfway 
through the battle, he'll cut off 
ail but the middle of the arena 
with force fields and try to coax 
you into laser-equipped pits. 
Jump over his five-pronged 
laser attack and hit him hard. 


Peter Parker Is Spider-Man 


The last mission is a battle in three parts. It'll start with a rumble 
between the kidnapped Peter Parker and Silver Sable on the bridge. 
Neutralize Sable’s thugs first, then go after the woman in white using 
bounce attacks. Stay away from the bridge’s edge, You don't have 
webbing, so a fall will prove fatal. After you've knocked the energy out 
of Sable, she'll help you save citizens. Start by helping the people in 
the cars, then rescue the man who's hanging from a girder. After that, 
Venom will take Sable and you'll transform into Spider-Man. Follow 
the freak as he jumps around the city. When you catch up, leap over 
his tentacles and hit him with bounce attacks. 

The next section has you fighting Carnage as Venom in a laborato- 
ry. After you whittle away the creature's health, he'll advance to 
another room to recover and continue running through four arenas. 
When you reach guards and scientists, feed on them to keep your 
health meter from depleting, then hit Carnage hard. Follow him close- 
ly and slap him with constant tentacle attacks, stopping only to jump 
when he pulls off his own bizarre attack. 

Following your victory over Carnage, you'll be back in Spidey's 
tights, fighting Venom as he goes after villain Trask’s helicopter. Get 
Venom’s attention with a series of punches. When he moves away 
from the chopper, hit him with bounce attacks. He'll lash out at you, 
then growl. That's your cue to attack again. 


When Carnage arches his back and squirms, he’s about to send out all his 
tentacles at once. Get out of the way. 


The red menace will attempt to pull you in with his tentacles. Fight back 
with your own extended limbs. 
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COMIC RELIEF 


ULTIMATE 
SPIDER-MAN 


PLATFORM: NINTENDO GAMECUBE 
PUBLISHER: ACTIVISION 
DEVELOPER, TREYARCH 

ESRB TEEN 


Though it would be 
hard to categorize last 
year’s Spider-Man 2 
as a misstep, the 
game had some rough 
edges, especially in its 
scripted battles. Treyarch and 
Activision's third Spider-Man title 
smoothes out those edges with a 
novel approach—or rather a comic- 
book-series approach—that makes 
it as entertaining as this season’s 
other sandbox-superhero game, 
The Incredible Hulk: Ultimate 
Destruction. Not only does 
Ultimate Spider-Man follow the 
story of its namesake comic, but it 
also looks like the book, adopting 
Mark Bagley’s stylized take on the 
webslinger and framing its cine- 
matics in animated comic-book 
panels, The panels even slide onto 
the screen with a whoosh during 
gameplay and, for the most part, 
stay out of your view of the action. 
Moving at breakneck speed, the 
story (written by Brian Michael 
Bendis) may be hard to follow if 
you're not familiar with the charac- 
ters and their relationships, but 
you don’t have to understand the 
subtle nuances to advance through 
the game and enjoy its living- 
comic atmosphere. Like Spider- 
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Man 2, the game lets you roam 
freely through a 1/4-scale version 
of Manhattan, and now you can 
also explore Queens, where Peter 
Parker lives. As Spider-Man, you 
are free to fling your rubbery 
frame through the streets of the 
city and over its buildings, search- 
ing for timed races, hidden tokens, 
citizens to save and criminals to 
bring to justice. When you reach a 
quota of superhero goals 
achieved, a story mission pops up 
on the map, allowing you to 
advance the narrative at your own 
pace. Some story missions have 
you assuming the role of secret 
weapon Venom. The black-clad 
beast’s way of moving is different 
from Spider-Man’s—jumping great 
distances, rather than relying on 
web shots to get around—and he 
fights with an aggressive style that 
includes flinging tentacles at his 
opponents and sucking the life 
force out of unlucky bystanders. 
Control for both Venom and 
Spider-Man is responsive and fairly 
intuitive, considering all the vari- 
eties of fighting, climbing and 
jumping moves that the characters 
can pull off. Players new to web- 
slinging may find the activity to be 
tricky at first, because the game 
begins in Queens where the build- 
ings (which you must grab onto 
with webbing) are shorter than 
those of Manhattan, forcing you to 
stay close to the ground. Then 
again, it's easier to hop up and 
over the two- and three-story 
structures of Queens than to wind 
your way through the maze of 


buildings that is Manhattan. 

Spider-Man 2 and the Incredible 
Hulk title both used currency sys- 
tems, having you take on side 
tasks to accumulate points, then 
spending those points on moves 
and abilities. Ultimate Spider-Man 
ditches the currency, but your 
character does earn the ability to 
pull off more moves in sequence 
(four in a row, five in a row) as you 
advance further into the adven- 
ture, Side missions (called City 
Goals) allow you to practice 
Spidey’s fighting and flinging 
moves, build up to story missions 
and unlock features such as cos- 
tumes and concept art. 

Some of the story sequences in 
the previous Spidey title were frus- 
trating, as they seemed unfinished 
and untested compared to the rest 
of the game. The story sequences 
and boss battles in Ultimate 
Spider-Man, however, are much 
better-tuned. The multistage boss 


battles are especially exciting: ene- 


mies surprise Spidey with ever- 
changing techniques, and the hero 
retaliates with clever barbs and 
stinging attacks. One drawback is 
that you have to chase down most 
villains before you can fight them. 
Pursuing an enemy who has the 
means to fly 
(such as 
Electro) just 
seems unfair, 
even if you can 
leap buildings in 
a single bound 
while playing as 
Venom. If you 
let the enemy 
get too far away 
from you {a dis- 
tance that 
seems com- 
pletely arbi- 
trary) the race 
ends in failure, 
leaving you to 


this 


start fram the 
beginning (or in 
some cases, at a 
checkpoint). If 
you don't have 
Spidey-like 
reflexes, you 
may have to 
repeat arace a 
couple of dozen 
times before 
you succeed, 
The repetition 
saps some of 
the fun out of 
the experience, but the cinema 
sequences that follow success are 
well worth the effort. 
The number of Marvel charac- 
ters who make appearances (in 
Ultimate form) is astounding, The 
most notable of them are 
Wolverine, Sable, Nick Fury and 
Johnny Storm. Some are villains, 
some allies. The races over the 
rooftops against the Human Torch 
are optional, which is good, 
because they’re also among the 
most difficult parts of the game. In 
addition to being a playable char- 
acter in story missions, Venom is 
the subject of boss battles. Once 
you complete the 12-mission 
adventure, you can roam the city 
freely as the evil suit with a life of 
its own, a bonus that adds to the 
game's length, as if the hundreds 
of collectible tokens weren't 
enough. The game has some seri- 
ously tricky stretches and just a 
few frustrations, but it’s a definite 
upgrade from the previous Spider- 
Man game. As a complete package, 
it is simply (to use a word that goes 
way back with Spidey) amazing. 
—GEORGE S. 


Of all the cool supervillain themes out there, 
Buy's stuck with being a Beetle. 
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The Tokyo Game Show 
provided a glimpse of 
the versatile Revolution 
controller. Our review- 
ers dish on what the con- 
troller’s features will 
bring to gaming. 


a | ee the controller will 
allow fora fantastically 
creative second way to 
play games, but I’m not 
quite ready to give up 
‘on tradition just yet. 


@n you imagine what 
this means for a massive 
resurgence of games like: 
House of the Dead and: 
Samba de Asnigo? All 
nail ba new controller 


ea. controller might | be 
able to do. lot of things, 
but do / want to do 
those things? | dunno. So 
for now I'm reserving 
o_. onit 


How FE son wi you play 2 
}| Mario of Zelda game 
ith this thing? | don’ 
| know the answer, but | 
can’t wait to find out. It’: 
‘een to be crazy! 


Asa SB a4 handler V'm glad 
to see that the controller: 
will be as simple to use; 
for lefties as it will be for 
srighties, It also appears 
to be easy to hold 


© To be honest; when | first 


t saw the controller, Iwas: 
more than alittle skepti- 
= cal. But using it to play: 
‘Metroid Prime 2 showed 
me the possibilities. 


4 me ‘Once you wrap your head 


around the idea, the func- 
ve tional potential of this: 
| fnew controller is limitless. 
‘this is exactly what our 
industry was begging for 


It provides the freedom 
o} the DS teuch screen 
without the limitations 
‘of a tiny screen, Huge 
potential 


NBA LIVE 06 
| eatiNG: 5.5 | 


PLATFORM: NINTENDO GAMECUBE 
PUBLISHER: ELECTRONIC ARTS 
DEVELOPER’ EA CANADA 

ESRB. EVERYONE 


Bad Al is a staple of basketball 
video games. Seeing Yao Ming step 
out to cover Mike Bibby on the 
perimeter, or watching Allen Iverson 
Pass up an open jumper and try to 
feed a covered Andre Iguodala in the 
low post? We're used to it. But 
beyond such antics, NBA Live 06 
shows that the simple mechanics of 
the sport have still not matured after 
years in existence. Passing the ball is 
a nearly impossible chore -more 
often than not, the ball goes to an 
unintended target. The shooting sys- 
tem still doesn’t make any sense— 
you can choose when to release the 
ball, but you'll make a basket pretty 
much only if you let go at a precise 
moment. Rebounding defies most 
accepted notions of space and mat- 
ter—Earl Boykins should not be able 
to wait under the rim and pick up a 
bail that somehow bypassed Tim 
Duncan's outstretched arms. The 
clunky, scripted character motions 
haven't improved much in the four 
years of current-gen basketball 
games, a problem that contributes 
greatly to the feel of the action, par- 
ticularly when trying to control play- 
ers underneath the rim. NBA Live 
does feature the requisite wide array 
of modes, but several, such as the 
ho-hum skills contests and All-Star 
Weekend events, have little replay 
value. NBA Live needs to be rebuilt 
from the ground up; it's happened 
before, and it needs to happen again. 
—CuRis S. 


METROID PRIME 
PINBALL 


PLATFORM: NINTENDO DS 
PUBLISHER: NINTENDO 
DEVELOPER: FUSE GAMES 
ESRB: EVERYONE 


The Pinball of the Dead and 
Mario Pinball Land cracked open 
a door for ball-and-bumper 
games that use classic game 
worlds as the inspiration for 
tables, and enemies as pinball 
targets. Metroid Prime Pinball, 
the first of its kind for the DS, 
blows that door off its hinges. 
The handheld’s dual screens 
accommodate pinball’s vertical 
orientation and the initial selec- 
tion of two tables (set in a pirate 
frigate and the Talion Overworld) 
include all of the trappings that 
you would expect from a pinball 
game: flippers, ramps and clear- 
ly defined routes within which 
Samus Aran’s Morph Ball form 
rolls, bounces and sets bombs. 
The DS even shudders, as a pin- 
ball table would, thanks to an 
included Rumble Pak that fits 
into the system's GBA game slot. 
As good as the game is at offer- 
ing a classic pinball experience, 
it’s even better at establishing its 
place in the Metroid Prime uni- 
verse. The detailed tables are 
spot-on interpretations of Prime 
worlds as pinball landscapes, 
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and enemy hordes (when trig- 
gered) spread out over the 
boards, causing havoc for the 
tumbling bounty hunter. When 
she’s not colliding into enemies, 
Samus is firing at them in 
Combat mode from a fixed loca- 
tion, like a turret holding its posi- 
tion against increasingly power- 
ful forces. Other events that 
Samus can trigger are Wall Jump 
mode (a minigame that results in 
the collection of an artifact), 
Phazon Multiball mode and a 
warp to additional tables, such as 
the Phendrana Drifts and the 
Phazon Mines. The additional 
tables are complete with boss 
battles and special items, such as 
missiles. 

One gameplay concern is the 
possibility of losing sight of 
Samus as she rolls from ane 
screen to the next. The timing of 
the transfer works so that you 
can keep track of her most of the 
time, but the gap is noticeable 
when several balls are on the 
board, or when enemies float 
from the top screen to the bot- 
tom screen. 

Single-player options are limit- 
ed to a multitable campaign and 
one-shot single-table missions. A 
multiplayer mode allows up to 
eight participants to compete 
simultaneously in the Magmoor 
Caverns using a DS for every 
player, but requiring only one 
game card for the whole group. 

The game is a fully realized and 
well-tuned hybrid of pinball play 
and Metroid Prime atmosphere, 
and it sets the bar high for other 
pinball-action games to come. 
—GEORGE S. 
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advantage of the 
capabilities that 
touch sensitivity 
and dual 
screens afford, 
Viewtiful Joe is 
More innovative 
than ever; but 
while the action 
and uniqueness 
still impress, a 
few flaws pre- 
vent Joe from 
being all he can 
be. 

For the most 
part, Viewtiful 
Joe: Double 
Trouble is a lot 
like previous 
installments in 
the series. 
Despite being 
set in a movie 
studio in the 

real world 
instead of 
within the 
film world, Joe 
Still finds a way to 


TOUCHINGLY |: 


VIEWTIFUL 


VIEWTIFUL JOE: 
DOUBLE TROUBLE 


PLATFORM: NINTENDO DS 
PUBLISHER: CAPCOM 
DEVELOPER: CLOVER STUDIO 
ESRB: TEEN 


y Viewtiful Joe was 
already innovative. By 


q 
q blending 2-D game- 
q 


toony, diorama visual 


style; layering on wacky characters 
and a bizarre sense of humor; and 
then kicking it up umpteen notches 
with unique VFX powers like slow- 


Motion and zoom, the gamesmiths 
at Capcom concocted a spectacular 
franchise unlike anything else. Now 
that it’s on the DS and able to take 
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play with 3-D graphics; 
tossing in a bright, car- 


smack down on bad 
guys, deftly dodging 

attacks and following up 
with a nice jab, uppercut or kick to 
the teeth. Joe’s attacks are again 
made even more potent by the use 
of slow-mo, which sends stunned 
enemies careening across the 


wopeesee 


A 


screen to clobber their unsuspect- 
ing allies. And there are still plenty 
of icons to collect to extend the VFX 
power bar, and loads of obstacles to 
overcome. 

The puzzlelike obstacles were the 
real treat in previous Joe games, as 
they forced players to think instead 
of just fight—creatively using the 
VFX powers was essential to getting 
past the many traps. There are 
even more opportunities for play- 
ers to put that brainpower to the 
test this time, thanks to Joe’s new 
world-altering powers: Scratch lets 
you rub the screen to destroy 
objects or make random junk fall 
on your enemies; Split slides the 


upper half of the screen off to one 
side for environmental manipula- 
tion; and Slide swaps the upper and 
lower screens, essentially providing 
an updated way to zoom in on the 
action, which makes Joe’s attacks 
stronger and allows for some 
touch-screen interaction, like hit- 
ting keypads or vanquishing certain 
foes. Sometimes you'll even have to 
use multiple powers together, like 
Scratching a boulder from a ledge 
and then using Split to make it fall 
into place. 

However, what's cool in concept 
isn’t quite perfect in practice. 
There’s little problem when you're 
merely solving a puzzle, but when 
the action is hot and heavy, things 
get a bit rough. In a game as chal- 
lenging as Double Trouble, you'll 
want to keep moving with your left 
hand and jumping or attacking with 
the right, and when you need to use 
the touch screen in the midst of 


battle, you'll wish you had a third 
arm. The Slide move is also a bit 
finicky: it doesn't always kick in 
when you really need it to (this is 
especially annoying during one of 
the later boss fights). What | find 
particularly mystifying is that Slide 
could have been implemented easi- 
ly on an unused face button, fixing 
the problem. Another fault is that 
it’s occasionally hard to turn the 
powers off, leading to the loss of 
crucial VFX power and transforma- 
tion back to average-Joe form. It’s 
not as if the game isn’t already 
challenging 

enough: 


area The forces of Queen Heinderella are no match 
for) Joe’ 's powers—or his appetite. 


n't replenish 
between levels, 
you can acquire 
extra lives only 
by buying them 
(the price 
increases with 
each, too), and 
the amount of 
both is recorded 
at continue 
points, so it’s 
possible to get 
backed into 


some pretty tough situations. 

In spite of the brutal challenges, 
the creative levels will keep you 
coming back for more. Viewtiful 
Joe's irreverent wackiness is back in 
fine form—the plot involves a villain 
who is stealing good guys’ “hero- 
ness”—and the movie-studio setting 
is great for parodies: RoboCop, 
Edward Scissorhands, Godzilla and 
even Mighty Morphin’ Power 


Rangers are among the fodder. 
Better yet, Capcom even pokes fun 
at itself, with the second world 
being based on Resident Evil, com- 
plete with the RE music, statue puz- 
zles and cute zombie dogs that 
crash through windows. 
Darkstalkers costumes backstage 
in another area are an equally 
amusing touch. it’s too bad that the 
Six Machine doesn’t factor in to 
gameplay, but the ability to play as 
Joe’s sister, Jasmine, is a neat inclu- 
sion. 

Graphically, Double Trouble looks 
great, providing another example 
of the DS's polygonal capabilities— 
and though there Is slowdown, it’s 
fairly minimal. The audio also is 
nicely done, despite the lack of full 
voiceover that the console Joes 
have had. Fortunately, Joe still yells 
his trademark “Henshin-A-Go-Go, 
Baby!” It all adds up to a game that 
again combines action, aesthetics 
and innovation like no other. 
Though not the flawless handheld 
debut for Joe t was hoping for, it still 
deserves a thumbs-up. —Curis H. 


RUN TO THE HILLS 


SSX ON TOUR 


PLATFORM: NINTENDO GAMECUBE 
PUBLISHER: ELECTRONIC ARTS 
DEVELOPER. EA CANADA 

ESRB: EVERYONE 10+ 


Once again, the SSX develop- 
ers continue to push the fran- 
chise in exciting new directions 
without compromising quality 
along the way. Not all the 
Changes in SSX On Tour are for 
the better, but the game still 
squeezes as much fun as possi- 
ble from the alpine sports 
genre. 

The largest addition in On 
Tour is the option to ride skis 
instead of just snowboards. On 
skis you may be able to go a lit- 
tle faster, and skis have slightly 
different turning mechanics, 
but they handle pretty much 
the same as a snowboard 
would when you're flying down 
the hill. tt’s cool that skiing is 
an option, but it would have 
been nice to see a more radical 
difference between skiing and 
boarding. 

Along with providing a new, 
enormous mountain to carve 
up, SSX On Tour now populates 
the hillside with skiers and 
boarders. A few skiers dotting 
the slopes might not seem like 
a huge change, but it vastly 
improves the atmosphere of 
the game. And, like the rest of 
the mountain, they look and 
feel very much as you'd expect. 


The missions that require you 
to interact with them also add 
much-needed variety. Getting 
to bomb down the hill with 
Mario and friends is a fun addi- 
tion, but | would've liked to see 
more variety with them, such 
as the opportunity to use them 
in career mode, as well as see 
them pull more unique tricks. 

SSX On Tour revamps the 
mission mode once again, but 
this time it feels like it has 
taken a step back. SSX 3's ski- 
in, ski-out method of accepting 
challenges has been replaced 
with what is essentially a menu 
of open missions. It's clear why 
the developers moved away 
from the SSX 3 way-if you 
wanted to compete in a specific 
challenge, it was more difficult 
to get straight to it. But by 
making this change, On Tour 
loses some of its predecessor's 
realistic continuity. 

Still, the mountain is con- 
nected via paths from top to 
bottom, so the snowboarding 
mentality of just strapping in 
and heading down a mountain 
is alive and well. Indeed, that’s 
where the most fun is to be had 
in this game—not in races or 
half-pipe challenges, but in the 
exhilaration of a monster 
freestyle run. To enforce that 
feeling further, the new sketch- 
book graphic style in the 
menus and an awesome (and 
very customizable) soundtrack 
top off an unforgettable game- 
play experience. —Curis S. 
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WORLD SERIES OF POKEF 


WORLD SERIES OF 
POKER 


PLATFORM: NINTENDO GAMECUBE 
PUBLISHER: ACTIVISION 

DEVELOPER’ LEFT FIELD 

ESRB: EVERYONE 10+ 

I don’t profess to be a poker pro, but | 
can hold my own at the local card room. 
And | know enough to tell that the com- 
puter players in the World Series of 
Poker game are unbelievably bad. They 
play far too many hands, don’t fotd 
when have little chance of winning, and 
often don't raise when they have a 
great chance of taking down the pot. It 
seems that the developers didn't bother 
teaching the bots the fundamentals of 
the game; instead they concentrated on 
the elements that make for good televi- 
sion, such as bluffing and going all-in. in 
the world of TV poker, that stuff 1s excit- 
ing. But when you're actually at the 
table, these plays are very frequently 
unsound. For those itching to mimic 
their favorite celebrity pros, WSOP will 
suffice, but for those who know and 
enjoy poker, this game will be a total dis- 
appointment.—Curls $. 


ULTIMATE 
SPIDER-MAN 


PLATFORM: GAME Boy ADVANCE 
PUBLISHER: ACTIVISION 
DEVELOPER: VICARIOUS VISIONS 
ESRB: EVERYONE 10+ 


Here’s a tip: If you ever find yourself 
out on the streets fighting Spider-Man, 
you stand a good chance of beating 
the crap out of him by hitting him 
repeatedly with a baseball bat. At 
least, that’s what you'll learn by play- 
ing the GBA version of Ultimate 
Spider-Man, a 21-level side-view action 
title that is long on fights against ran- 
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TEEN TITANS 


dom thugs and short on superhero- 
on-supervillain action. While tussling 
with thugs, you alternate between 
controlling the bat-weary arachnid 
and bad-suit Venom. Venom appears 
to be a little sturdier than Spidey, and 
control for both characters is solid, as 
is typical for the Vicarious Visions/ 
Activision Spider-Man titles. Another 
returning characteristic is the naviga- 
tion of mazelike buildings. A map 
would be a useful addition, but unfor- 
tunately one Is not available. The 
game is as good as its GBA predeces- 
sors, butit doesn't stand out in any 
significant way. —GEORGE S, 


TEEN TITANS 
Ri 0 


PLATFORM: GAME Boy ADVANCE 
PUBLISHER: MAJesco 

DEVELOPER ARTIFICIAL MIND & MOVEMENT 
ESRB. EVERYONE 10+ 


The GBA take on the excellent, hyper- 
active Teen Titans cartoon series has 
most of its moves down. The graphics 
look great (especially on a Micro), the 
soundtrack borrows the licks from the 
show's J-pop theme song, good voice 
samples are in the right places and the 
dialog is silly and snappy. Furthermore, 
the gameplay, which lets you switch 
between the team’s five heroes at any 
time, utilizes each hero's unique pow- 
ers nicely, fram Beast Boy’s high-flying 
bird transformation to Cyborg’s man- 
hole-obliterating ground punch. 
Unfortunately, the fight-and-run game- 
play is very repetitive and level designs 
(though pretty} are sometimes monot- 
onous. Teen Titans fans, however, will 
be delighted to see their fave series 
treated with higher-than-typical quali- 
ty for a toon platformer, and they'li 
enjoy the 25 Biocards, which are 
unlocked by completing extra objec- 
tives in each mission. —STEVEN G. 
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X-MEN OVERLOAD 


X-MEN LEGENDS 
Il: RISE OF 
APOCALYPSE 


PLATFORM, NINTENDO GAMECUBE 
PUBLISHER, RAVEN SOFTWARE 
DEVELOPER. ACTIVISION 

ESRB, TEEN 


Last year’s X-Men Legends 
proved to fans that it takes more 
than great content to make a fun 
game. The hack-and-slash RPG 
crammed as much X-Men story 
as possible into an experience 
akin to Baldur's Gate: Dark 
Alliance... but without the awe- 
someness. XLII follows the tradi- 
tion with plenty of story, but its 
vast improvements to the game 
mechanics make for an enjoy- 
able title this time around—one 
that does justice to the beloved 
source material. 

The upside of the original x- 
men Legends installment is that 
it gave fans a chance to unleash 
mutant powers using their 
favorite superheroes. Who does- 
n't desire to summon lightning 
as Storm, or tear through large 
groups of enemies with 
Wolverine’s claws? XLII adds 
even more characters and 
Moves to the mix by teaming up 
the X-Men (led by Professor 
Xavier) with the Brotherhood 
(led by Magneto) to fight a com- 
mon enemy: Apocalypse. The 
number of characters and 
locates in XLII is astounding— 
almost every corner of the X- 
Men world is explored. 
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The game's biggest improve- 
ment over the original is in its 
multiplayer features. Gone is the 
limited number of multiplayer- 
active levels—XLI1 is all four-play- 
er all the time, with easy drop-in, 
drop-out action. 

XLII’s gameplay, though drasti- 
cally improved from its prede- 
cessor, falls apart in certain 
areas. For instance, though the 
new system is balanced well, its 
balance 1s sometimes a detri- 
ment: Every one of the many 
playable characters receives 
experience points, whether you 
use him in battle or not. it's a 
handy way of keeping your party 
members at comparable levels, 
but it strips a lot of the challenge 
that players expect froma 
party-based RPG. Another falter 
is the menu system (vital to the 
success of a good hack-and- 
slash), Although it's been 
redesigned for the better, keep- 
ing the game's slew of items 
organized becomes tedious 
partway through the game. 
Finally, some of XLII’s levels are 
a blast and look fantastic, 
whereas others are unappealing 
and riddled with camera hang- 
ups. 

XLII has a few bumpy spots, 
but it’s a worthwhile game. Fans 
of the X-Men comics will love the 
attention to detail and the beau- 
tifully rendered cut-scenes, 
while other gamers will find a 
deep and satisfyingly lengthy 
RPG experience. 

—Anoy M. 


NINJA TURTL 


TEENAGE MUTANT 
NINJA TURTLES 3: 
MUTANT 
NIGHTMARE 


PLATFORM: NINTENDO DS 
PUBLISHER: KONAMI 
DEVELOPER KONAMI 
ESRB: EVERYONE 


The Teenage Mutant Ninja Turtles 
have changed over the years—their 
image revamped for a new miltenni- 
um—but their games have stuck close 
to the Final Fight-style beat-em-up 
formula established in their 1989 NES 
debut. Recent GBA titles have offered 
minigame breaks fram the advance- 
battie-advance rhythm of the console 
games, but the first DS TMNT title isa 
straightforward 2-D platform fighter. 
You select a hero at the beginning and 
guide him through to the end, using 
his fighting style and special moves to 
ward off an endless supply of inciden- 
tal paddies. Your Turtle can double- 
jump, but only when there is a plat- 
form above him~he can't hop over 
enemies. In special circumstances, you 
can use the touch screen to call on 
another Turtle for aid in reaching high 
platforms or pulling off a cooperative 
attack. The lower screen also displays 
a map of the current area. The game is 
asolid play, but not an advancement 
for Turtlekind. —GeorGE S. 


SPYRO: SHADOW 
LEGACY 


PLATFORM: NINTENDO DS 
PUBLISHER: VIVEND! UNIVERSAL 
DEVELOPER AMAZE 

ESRB: EVERYONE 


Spyro never got his due back in the 
day when platforming critters were a 


eas 


dime a dozen. His series was cuter, 
controlled better and had endearingly 
dorky humor. But when Ratchet & 
Clank developer Insomniac left Spyro, 
the dragon went into a tailspin, Does 
his DS debut breathe new life into the 
series? It does mark a departure, 
adding light RPG elements to the iso- 
metric-adventure style seen on the 
GBA, Although the game still involves 
much of the repetitive collecting that 
Spyro's fans apparently enjoy, gaining 
experience, leveling up and selecting 
what abilities to learn (like better 
wing travel, more physical attacks and 
new spells) make the going more 
Interesting—those decisions affect 
where you can travel and whether you 
can defeat certain foes. And future DS 
RPGs can learn much from Shadow 
Legacy’s touch-screen implementa- 
tion, which lets the player easily 
thumb through menus that show 
Stats, map details and inventory 
Items. The game also has a sketch- 
based spellcasting system (draw a tri- 
angle to teleport, an equals sign to 
levitate stuff), which is a fun gimmick 
at best but a downright pain during 
fights. Ta shock foes, you need to 
draw a lightning bolt, but the system 
rejects anything but zigzag master- 
pieces sketched by Leonardo da Vincl. 
As you take your hands off Spyro’s 
button controls to sketch the bolt— 
again and again—you'll leave yourself 
open to advancing foes. In addition, 
though the game has many beautiful 
touches (pretty backgrounds, excel- 
lent music) the core platforming is 
sometimes rough. You'll soar toward 
acertain toehold across a nicely 
drawn chasm only to find that the 
ledge is at a completely different ele- 
vation than you'd thought-an ugly 
way for such a well-deserving dragon 
to fail short. —STeveN G. 


The One You've Loved 
Since You Were a Tadpofe. 


= = 
Get back to Frogger’s classic hop ‘n’ dodge roots with 2 new 
games the whole family will love. Enjoy new features, including 
innovative moves like the double jump and tongue grab, 
new playable characters, 4-player mini games, and more. 
Hop to it - and celebrate over 20 years of irresistible Frogger fun! 
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EVERYONE 
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LITTLE 


NINTENDO GAMECUBE 
PUBLISHER: BUENA VisTA GAMES 
DEVELOPER. AVALANCHE SOFTWARE 
ESRB EVERYONE 10+ 
if you can look past Chicken Little's 
character designs—which appear to be 
created with the youngest youngsters 
in mind—you'll find a competent if 
unspectacular little platformer hiding 
beneath. The game is variety-packed, 
with driving, flying, old-school top- 
down shooting, tube-sliding, dodge- 
bail, rhythm-based baseball and more 

joining the core platforming action. 

Mechanics such as a grappling hook 
and a first-person slingshot keep 
things interesting, and there’s some- 
thing new around every corner, like 
multiple playable characters, all taken 


SERIAL 
THRILLER 


TRAUMA CENTER: 
UNDER THE KNIFE 


PLATFORM. NINTENDO DS 
PUBLISHER: ATLUS 
DEVELOPER: ATLUS 

ESRB’ TEEN 


Ifa surgeon accidentally dropped 
WarioWare: Touched! into a patient 
then sewed him up, we'd likely have 
something fike Trauma Center, a 
crazy game that puts a wide variety 
of stylus skills to work, though ina 
very different setting from the 
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CHICKEN LITTLE 
4 


fram the movie. The game does have 
some rough edges, however: camera 
problems abound, environmental colli- 
sion is iffy at times, and Chicken Little 
himself just feels too heavy for the tyke 
he is, Regardless, Chicken Little isn’t a 
bad game at all, and fans of the film 
will probably gobble it up. —Curis H. 


MARVEL NEMESIS: 
RISE OF THE 
IMPERFECTS 


PLATFORM: NINTENOO DS 
PUBLISHER. EA 

DEVELOPER. SENSORY SWEEP 
ESRB: EVERYONE 10+ 


A3-D fighter with sprawling, destructi- 
bte environments is an ambitious proj- 
ect for the DS, and Marvel Nemesis, the 
first to give it a whirl, is superior to the 
recent GCN version in some ways. For 


WarioWare games. Imagine this sce- 
nario: To get a tumor out of a stom- 
ach, you'll dab disinfectant on the 
abdomen, slit a line into the stom- 
ach, draw upward to fill a syringe 
with stabilizing medicine, stab and 
hold to inject the stomach with the 
fluid, peck around the organ with 
ultrasound, sfice a revealed tumor, 
draw upward to suck the tumor’s 
cytoplasm up a drain pipe, sketch 
around the deflated tumor with the 
scalpel, then drag and drop the 
excised tumor with forceps. And 
before each step, you’ll stab the 
appropriate tool or medicine fram a 
menu. And all within a time limit 
and while keeping the patient’s 
vitals from flatlining (based on a 
separate countdown that you have 
to pump back up with injections). 
Sound complicated? That's only a 
beginner operation. If WarioWare 


one, there’s much more Marvel feeling 
in the game: extra arenas include the 
Morlock tunnels from X-Men lore and 
the Fantastic Four's HQ, which awe- 
somely segues into the Negative Zone. 
Unlockable costumes include classics 
like Spidey’s black surt. Additionally, 
destructible environs let you see more 
of the Daily Bugle than merely its roof; 
you can brawl through its skylight down, 
to the newsroom, where you can smash 
through to the copy room to reach an 
elevator that returns you to the roof. 
The game does a fair job of replicating 
the console version's fighting system, 
which relies on easy, intuitive button 
control rather than complex combos, 
and character models look good in 
action on the DS. The single-player 
experience, with its quick play and story 
mode, is where the fighting falls flat: the 
enemy Al {even when ratcheted up to 
the highest difficulty) sometimes feels 


was Touching 101, Trauma Center is 
Applied Touching 501. And it’s 
extremely fun; that is, if you can 
stand pressure-cooker scenarios 
that rival the toughest bosses out 
there. The game does a fantastic job 
of introducing you to procedures by 
having a nurse stand by and step 
you through the motions. But after 
that she assumes that you've added 
it to your bag of tricks, since there 
are always new things to learn. 
After you learn standard medical 
procedures at a hospital, the well- 
crafted drama grafts a little X-Files 
onto its ER plotline when you're 
transferred to a secret government 
facility. There you'll discover 
that medical terrorists are 
infecting peopie with bizarre 
critters, such as the stingray- 
like Kyriaki, which lacerate a 
patient’s organs from within, 
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sluggish and as stupid as a hamster 
telegraphing directions fram the moon. 
You can win most fights by backing foes 
into a corner and punching to wear ‘em 
down, Fortunately, the 2P battles fix that 
problem. Unfortunately, the title doesn't 
support DS Download Play, so you'll 
need to find other players who own the 
game to enjoy it at its best. More unfor- 
tunately, you'll need to completely 
reboot a wireless session before each 
fight—a major pain, The game’s core 
fighting system also is plagued by cheap 
touches, such as repetitive battle grunt 
Ing {Magneto sounds like he has a head 
cold), missing sound effects (cars hit 
heroes with nary a honk or a crash) and 
story panels that rival Bazooka Bubble 
Gum comics for bizarre and clunky 
phrasing ("With all speed get to the 
bridge before all is lost," says an unex- 
plained, panicked businessman). 
~STEVEN G. 


and the tadpolelike Deftera, which 
poop out tumors. Each kind of crit- 
ter demands a complex, multistage 
touch procedure. That’s hard 
enough, but doing it while they're 
wreaking medical havoc is what 
makes Trauma Center into a heart- 
pounding juggling act. And after 
you're done with the main story, you 
can return to any operation to 
attempt higher rankings. That's 
good for replay value but even bet- 
ter for saving egos . . . er, lives. TC 
demands finely honed skills of its 
grade-A surgeons; we left a lot of 
hatchet jobs in our wake as we 
hacked our way up the intense 
learning curve. —STEVEN G. 
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NO WASTED EFFORT 


TONY HAWK’S 
AMERICAN 
WASTELAND 


PLATFORM: NINTENDO GAMECUBE 
PUBLISHER’ ACTIVISION 
DEVELOPER: NEVERSOFT 

ESRB: TEEN 


Vil be the first to 
admit that the Tony 
Hawk’s Underground 
games seriously rat- 
tled my faith. I'd been 
playing the Tony Hawk 
games for longer than i remember; 
well after I'd unlocked all of the new 
areas and completed all the mission 
objectives, | would still find new 
lines where | could bust huge tricks. 
And then came the Underground 
games, thrusting the now-venerable 
franchise into a new direction in 
hopes of breathing life into it. Hawk 
fans took the good with the bad— 
the addition of a story mode gave 
the game a much-needed back- 
bone, but the outdated, out-of-the- 
box humor and minor gameplay 
tweaks left hard-core fans nervous 
about the future of the series. 
Fortunately, American Wasteland 
puts those fears to rest. It takes 
what was great from the Under- 
ground games and strips out all the 
lame antics. Gone are the tough-to- 


use vehicles like the mechanical bull 
and other contrivances, as well as 
the brutal object-tossing missions. 
By removing these components, the 
renowned gameplay that put the 
Tony Hawk series on the map 
returns to the forefront. All of the 
Classic trappings of the franchise, 
particularly the outstanding sound- 
track and typical rebellious skater 
attitude, are always present but 
don't dominate the experience. 
Further, the addition of bicycles 
doesn’t detract from the core game 
experience. Nearly all of the BMX 
missions are optional, so if two- 
wheeling isn’t your thing, you can 
avoid doing it almost completely. | 
suggest you at least give it a shot, 
however—despite a rather short 
trick list, the bicycling is a lot of fun. 
Itaiso has a completely different 
gameplay feel than skateboarding, 
so you don't feel like you're just 
doing the same tricks but on a bike. 
There doesn't seem to be any sacri- 
fice in level design to accommodate 
bikes, either. 

With its rich skateboarding history 
and unique west-coast attitude, 
there could not have been a better 
choice than Los Angeles to build a 
game around. L.A.’s numerous 
famous landmarks and sprawling 
landscape make it a perfect setting 
for skateboarding—any other city 
would seem not as appropriate. For 


those worried 
about a general 
, sameness that 
might come 
from using a 
single city as 
5 the backdrop 
§ for anentire 
game, don't 
fret. While most 
of the areas are 
} miniaturized 
versions of L.A. 
neighborhoods, 
the developers 
have taken 
_ great pains to 
make you want 
to explore every 
ramp, kicker 
andrail. It'sa 
similar design 
approach to 
Super Mario 
. * Sunshine’s—all 
the levels took place on a resort 
island, but each world was anything 
but the same. You can skate from 
one section of town to the next via 
connected pathways, allowing you 
to perform huge combo tricks, but 
the system also uses these transi- 
tional areas as times to load the 
next neighborhood, causing a chop- 
py frame rate that can interfere with 
gameplay. 

Similar to the Underground 
games, Wasteland’s main story is 
about a newbie skater looking to 
make a name for himself. But unlike 
in the Underground series, your 
objectives have much stronger ties 
to the story, and a lasting effect on 
the landscape of the city. Most of 
the challenges require some sort of 
mild destruction of property, from 
knocking down a radio antenna to 
obliterating the famous Hollywood 
sign. Once you've accomplished the 
task, pieces of the various demol- 
ished land- 


marks end up ina place called 
Skater Ranch, making it a constantly 
evolving skate park. The impact on 
gameplay is incredible—you'll want 
to go back and check out the new 
addition to the Skater Ranch after 
every objective you complete. 

The general level design feels 
much simpler than in recent Hawk 
games—the geometric grid shape of 
the city blocks allows for more natu- 
ral routes to occur within the game, 
and the areas are left uncluttered by 
trees and the like, allowing you to 
visualize huge combos. It's fun again 
just to kick around and try new 
stuff—you're free to find your own 
lines, as opposed to feeling like 
you're sticking to a prearranged 
path in the Underground games. 

As with all the Tony Hawk games, 
the music selection is a who's who of 
pop music. A mind-boggling list of 
tunes that span genres as well as 
decades fills the in-game jukebox, 
Wasteland has the requisite punk 
songs that you'd expect, but instead 
of always featuring the original 
artist, more-recent bands like The 
Riverboat Gamblers and Dropkick 
Murphys put their own twist on the 
genre, The mix of new and old keeps 
the mood in the right place, and 
lends a hipness that wouldn't be 
possible listening to the original 
music, which nowadays passes for 
oldies. 

Rumor has it that many of the 
folks on the Wasteland development 
team are new to the series— 
Neversoft veterans responsible for 
earlier Hawk titles were moved over 
to work on the highly anticipated 
Gun. I'm confident that the Gun 
developers will perform admirably, 
but the first half of this move has 
already paid off—the fresh set of 
eyes on this long-running series has 
given it a new lease on life. Cris 5. 


NHL 06 


PLATFORM: NINTENDO GAMECUBE 
PUBLISHER: ELECTRONIC ARTS 

OEvELOPER: EA CANADA 

ESRB, EVERYONE 10+ 

The NHL stars are back on the ice for 
real, and so is EA’s hockey franchise. 
NHL 06's modes are identical to those 
of the 2005 Iteration (save for some 
minor adjustments and interface 
improvements), but on-ice play has 
Improved, especially in skating and 
puck physics. When the athletes dig 
into the ice, they build speed and 
momentum and their skates leave 
marks that accumulate on the ice over 
the period. A hard-hit puck shakes up 
the goalie, leaving him vulnerable toa 
quick follow-up wrist slap, and the 
puck loses speed on long passes as it 
skitters across the ice, Last year’s off- 
puck contro! and face-off playbook are 
gone, but not missed, Instead, the 
game adds C-Stick dekeing and spe- 
cialty shots. An in-goal target lets you 
aim your shots, but the addition has a 
negligibte effect on whether they will 
goin. Overall, the game adds welcome 
realism without sacrificing intuitive 
control, —GEORGE S. 


TIM BURTON’S 
THE NIGHTMARE 
BEFORE 
CHRISTMAS: THE 
PUMPKIN KING 
Fearne: 6.5 


PLATFORM: GAME BOY ADVANCE 
PUBLISHER BUENA VISTA INTERACTIVE 
DEVELOPER, TOSE SOFTWARE 

ESRB: EVERYONE 10+ 


The rapidly growing fan base of Tim 
Burton’s The Nightmare Before 
Christmas is astonishing given that the 
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movie came out in 1993. (My own 
obsession with the movie goes beyond 
what I would consider healthy—to the 
point where Jack and Sally figurines sat 
Proudly atop my wedding cake.) A 
video game based on the macabre 
masterpiece is long overdue. The 
Pumpkin King serves as a prequel to 
the movie, following Jack ona mission 
to stop Oogie from overrunning 
Halloween Town with bugs. The movie's 
aesthetic (which countless other 
movies and video games have bor- 
rowed from) translates well to a side- 
scrolling environment, and Jack’s lanky 
features make h.m an ideal 2-D hero. 
Strip away The Pumpkin King’s look 
and feel, though, and you're left witha 
Castlevania-influenced platformer with 
only a handful of weapons and run-of- 
the-mill boss battles. —ANoy M. 


MARK DAVIS: PRO 
BASS CHALLENGE 


PLATFORM NINTENDO GAMECUBE 
PUBLISHER NATSUME 

DEVELOPER. SIMS CO. 

ESRB, EVERYONE 


Fishing requires a lot of waiting 
around—an attribute that doesn’t 
make for a fun video game. Mark 
Davis: Pro Bass Challenge, like many 
fishing games before it, attempts to 
eradicate this problem by cutting out 
most of the dutiness of the sport. In 
doing so, however, the game becomes 
repetitive and shallow. Since you revis- 
it the same levels over and over and 
since the fish are always bass, the only 
major variables you have are tempera- 
ture and weather. The fishing :tself is 
fun, but once you learn the few tricks 
of the game, yau’ll probably lose inter- 
est. And the less-than-stellar visuals 
and camera problems don't help mat- 
ters, either, —ANDY M. 


STILL MONKEYING 


AROUND 


DONKEY KONG 
COUNTRY 3 


PLATFORM. GAME Boy ADVANCE 
PUBLISHER. NINTENDO 
DEVELOPER: RARE 

ESRB. EVERYONE 


The Donkey Kong Country 
games were revolutionary 
when they came out on the 
Super NES years ago, but how 
does the third and final chapter 
stack up after so much time? 
Pretty darn well. The DKC 
series was known for its graph- 
ics as well as its pattern-based 
platforming action, and both 
hold up in the conversion to the 
GBA. The prerendered visuals 
look especially nice on the 
Game Boy micro, but converse- 
ly, there is some graininess 
when the game is played ona 
Game Boy Player. 

But it’s the classic platform- 
ing gameplay that’s the real 
star, showcased as Dixie Kong 
and newfound cousin Kiddy 
Kong leap, stomp, climb, roll, 
spin, hover and 
swim through the 
nine Kremling- 
infested worlds 
in an attempt to 
rescue Diddy 
and Donkey 
Kong. Though 
the hop-'n’-bop 
mechanics are 


fairly traditional, the level 
designs shine through, even if 
they aren't quite on par with 
the first two DKC games, 
Fortunately, there’s enough 
variety—whether in the form of 
a runaway mine cart or a trans- 
formation into one of the apes’ 
trusty animal pals, like 
Enguarde the Swordfish or 
Squitter the Spider—to keep 
things consistently fun and 
challenging. Gamers with an 
old-school mentality will feel 
right at home memorizing the 
many obstacles and enemies 
that bar the way, and DKC3 Is 
generous enough with the lives 
that anyone can have fun. 
Beyond all the gameplay 
goodness, DKC3 also offers 
plenty of secrets and adventure 
elements, as well as all-new 
levels and minigames exclusive 
to the GBA remake, the seem- 
ingly Sonic-inspired 3-D bonus 
games being the best of the 
bunch. And while the new fea- 
tures might make only die-hard 
fans go ape, DKC3 is still rock- 
solid. Whether you're new to 
the series or returning to an 
ald favorite, this is a country 
worth visiting. —Curis H. 


_Two holiday — 
infone package!) Cor 
Egeowlingpii 


Strap on your best bowling skates and polish 
up your shiny Christmas ball. It’s time to save 
Christmas from those greedy little union elves. 
Help Santa show those elves what the true 
meaning of “strike” is! 


SP Boulting B= 


The snickering elves are back with Santa, but there is 
a new twist as Santa’s ne’er-do-well brother, Dingle 
Kringle, joins Santa and the Elves on a cruise ship 
headed for an island adventure. Compete in a crazy 
shuffleboard tournament, with the Elves serving 

as “pucks” and providing their own special, 

colorful commentary. 


Available for Nintendo DS™ 
and Game Boy® Advance 


|) OIGNITION Bacay 


™, ®, Game Boy Advance and Nintendo DS are trademarks of Nintendo. © 2004 Nintendo 
Elf Bowling 1 © 1999 NStorm, tne. Elf Bowling 2, “Elves in Paradise” © 2000 NStorm, Inc. 


Elf Bowling Is a trademark of NStorm, Inc 
‘CSistitin thd | has tices Cntateuninant £3 TPeustanaa kc. Dlaante i mnéaer Clecdenc. Ios. 
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TREASURE INDEED 


GUNSTAR SUPER 
HEROES 


PLATFORM: GAME Boy ADVANCE 
PUBLISHER: SEGA 
DEVELOPER: TREASURE 
ESRB: EVERYONE 10+ 
Treasure fans have been 
waiting a long time for this 
game, and the venerated 
developer did not disappoint. 
Gunstar Super Heroes is the 
definition of action-packed. 
Every moment is overflowing 
with ordnance as you blast a 
seemingly endless stream of 
bad guys against some of the 
most impressive backdrops 
ever seen on a handheld. with 
its latest effort, Treasure is def- 
initely pushing the hardware to 
its limits; you can almost see 
the smoke pouring out of your 
GBA. Even better, the game is 
brilliantly varied; each stage 
throws something completely 
different at you, never recy- 
cling the same concepts from 
one area to the next. And the 
imaginative, multi-jointed 
bosses are truly a sight to 
behold. The showdown against 
Seven Force, a massive robot 
that randomly transforms 
into seven dif- 
ferent forms, 
deserves imme- 
diate induction in 
the boss-battle 
hall of fame. 
The difficulty is 
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also in keeping with Treasure 
tradition, offering even the 
hardest of the hard-core a for- 
midable challenge. But 
although you'll kick the bucket 
numerous times before the 
credits roll, it never becomes 
frustrating. The difficulty curve 
has been honed to perfection, 
and finding the right pattern to 
conquer a particular level or 
boss that once seemed impos- 
sible is immensely satisfying. 
This type of experience is 
exceedingly (and tragically) 
rare these days, making it all 
the more savory. 

Unfortunately, a star that 
burns this bright can’t last 
long. Gunstar Super Heroes 
offers a reasonable play 
length, but you'll undoubtedly 
be left wanting more. The lack 
of a two-player co-op mode is 
also a shame. (The developers 
claim they wouldn't have been 
able to achieve such incredible 
results with two heroes on- 
screen at once.) Nevertheless, 
this is a cartridge that every 
GBA owner should have. It’s the 
work of masters at the height 
of their craft. —Steve T. 


CABELA'S 
OUTDOOR 
ADVENTURES 


PLATFORM: NINTENDO GAMECUBE 
PUBLISHER: ACTIVISION 

DEVELOPER: MAGIC WAND PRODUCTIONS 
ESRB: TEEN 


I’ve never actually been hunting, 
but | believe Cabela's latest gaming 
installment includes a number of 
outdoor activities that are beyond 
the realm of the typical hunting 
expedition—fishing, bobcat attacks 
.»-at one point | even went full-on 
GTA and hopped into a pickup truck 
to run down an elk (which earned 
me a slap on the wrist from the 
game warden, of course). The 
game's unnecessary additions, 
though sometimes comedic, aren't 
fun and can get in the way of the 
game's objectives. When it comes to 
good old-fashioned hunting, though, 
COA works well. The graphics and 
environments exceed hunting-game 
quality standards, as do the weapon 
selection and aiming options. The 
premise is obnoxious, but COA is 
surprisingly addictive. (No animals 
were harmed in the writing of this 
review.) —Anby M. 


DANCE DANCE 
REVOLUTION: 
MARIO MIX 


PLATFORM: NINTENDO GAMECUBE 
PUBLISHER: NINTENDO 

DEVELOPER: KONAMI 

ESRB: EVERYONE 

DDR’s widespread success defies 
logic; the rhythm-based dancing 
game either inspired thousands of 
gamers to take up dancing, or thou- 
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sands of dancers to take up gaming. 
Whichever the case, it’s easy to see 
why the series is so beloved. It’s a 
simple idea coupled with fun and 
intuitive gameplay. So who better to 
wave the DDR flag than Mario? 

Dance Dance Revolution: Mario Mix 
isn’t just a typical DDR game witha 
Mario makeover, It does a good Job of 
blending elements from Mario's uni- 
verse with classic DDR gameplay. For 
instance, when you see a turtle 
scrolling up the screen in place of an 
arrow, you have to step on it twice; 
first to make it withdraw into its shell, 
and again to send it hurling toward 
your opponent—all to the beat of the 
music. Mario’s influence is most 
apparent in the minigames, which 
will have you running from Chain 
Chomps, jumping on Goombas and 
trying to reach the highest level of a 
flagpole. 

The game's story is ridiculous but 
insignificant. Like any DDR game, 
DDRMM is all about the songs and 
dance patterns. There are 29 songs 
to get down to, ranging from dancy 
versions of classic Mario tunes to 
dancy versions of classic Mozart 
tunes, The music suffers from monot- 
ony-though many of the songs are 
immediately recognizable, the simi- 
larities in tempo and instruments 
often make for pretty boring cover 
tunes. Whether you enjoy the sound- 
track or not, DDRMM will challenge 
you with four difficulty levels to 
accommodate the skills of both new- 
bies and DDR vets. As for the uber- 
hard-core DDR players... you guys 
live in another dimension, and will 
probably find this game ta be too 
easy. For the rest of us, DDRMM Is an 
enjoyable experience, and offers a 
form of exercise that will strengthen 
parts of the body other than our 
bulging thumb muscles. —ANDY M. 
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CRASH TAG TEAM 


CRASH TAG TEAM 
RACING 


PLATFORM: NINTENDO GAMECUBE 
PUBLISHER: VIVENDI UNIVERSAL GAMES 
DEVELOPER, RADICAL ENTERTAINMENT 
ESRB: EVERYONE 10+ 


Crash Tag Team Racing aspires to be 
more than your typical cookie-cutter 
kart racer, and for the most part it suc- 
ceeds. You'll spend a surprising 
amount of time on foot, collecting 
cains, playing minigames and hunting 
down unlockables in a giant amuse- 
ment park. They don’t make the game 
a full-fledged platformer by any 
means, but these adventure elements 
add some welcome variety and help 
create a richer experience. When you 
do hit the tarmac, you can “clash” with 
another racer to combine your karts; 
one competitor steers while the other 
mans a rear gun turret. Since the other 
guy Is your opponent, though, deciding 
when to cooperate and when to part 
ways adds an element of strategy (and 
helps differentiate the mechanic from 
Mario Kart; Double Dashi!). CTTR also 
retains the series’s trademark sense of 
humor without going overboard like 
other recent installments, It’s nat quite 
areturn to the bandicoot’s glory days 
(the game’s not much to look at and 
Most of the track designs are pretty 
uninspired), but it’s a step in the right 
direction. —Steve T. 


THE INCREDIBLES: 
RISE OF THE 
UNDERMINER 


INTENDO GAMECUBE 
PUBLISHER: THQ 

DEVELOPER: HEAVY IRON STUDIOS 
ESRB: EVERYONE 10+ 
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THE INCREDIBLES 


Continuing the recent trend of 
offering two-player drop-in, drop-out 
gameplay in 3-D action titles, The 
Incredibles: Rise of the Underminer 
allows one player to assume the role 
of Frozone while tne other fills the 
shoes of Mr. Incredible, The nega- 
tives of a single-screen multiplayer 
title (no player-operated camera 
control, a strong focus on battles 
against large groups of incidental 
enemies) are not as important as the 
positives of co-op camaraderie, but 
they do feel like a compromise if you 
play alone primarily. In single-player 
mode you can switch control 
between the characters (taking 
advantage of Frozone’s freezing abili- 
ties and Mr. Incredible’s super 
strength) and give the computer- 
controlled character simple instruc- 
tions, but you'll do the bulk of the 
fighting yourself, The graphic quality 
(especially in the above-ground city) 
is a step up from that of the initial 
Incredibles GCN title. —GEorGe S. 


TEXAS HOLD ‘EM 
POKER DS 
| earin: 5.0 


PLATFORM: NINTENDO OS 
PUBLISHER: MAJESCO 
DEVELOPER: SKYWORKS 
ESRB EVERYONE 


More than just Texas Hold ‘Em, 
Majesco’s entry into the DS poker 
library offers a total of seven varia- 
tions on poker, including Omaha 
Hold “Em and Five-Card Stud. Unlike 
Crave’s World Championship Poker: 
Deluxe Series (released in April), 
this title's multiplayer connection 
requires a game card for each par- 
ticipant, which means you'll play 
most of your matches against Al- 
controlled opponents. Though you'll 
probably fold most of the time, as 


TEXAS HOLD 'EM 


good poker strategy dictates, the Al 
players will often stay in, leaving 
you to wait out the round as the 
bets move slowly around the table. 
When you do get a decent hand, 
however, it won't be hard to con- 
vince the Al players to stay in and 
increase the pot. All of your actions 
are touch-controlled, making it easy 
to place bets (using a 10-key inter- 
face), but a menu that asks you to 
select a tell (to show to your oppo- 
nents) before every move gets tiring 
quickly. GEORGE S. 


LEGO STAR WARS 


PLATFORM NINTENDO GAMECUBE 
PUBLISHER: EIDOS 

DEVELOPER: TRAVELLER'S TALES 
ESRB EVERYONE 


Setter late than never, as they say— 
though in this case, I’m not so sure, 
Maybe that's a bit harsh, but the fact 
that LEGO Star Wars arrives seven 
months after the other console ver- 
sions without any significant enhance- 
ments has curbed my enthusiasm. And 
the fact that it was a fairly unremark- 
able adventure to begin with doesn’t 
help matters. Sure, the game boasts 
the incredible music and sound effects 
we've come to expect from ail things 
Star Wars, and the LEGO theme puts a 
new (and occasionally humorous) spin 
on the franchise, but there’s not much 
else to get excited about. The level 
design is mostly bland, the controls 
aren't as tight as they should be, and 
you'll spend the majority of the game 
hacking through mindless enemies. 
and using The Force to solve rudimen- 
tary “puzzles.” The lack of complexity 
when it comes to your Force powers is 


“especially disappointing; most of the 


time you simply press the X Button 
near anything that glows, and the 


SPONGEBOB 


game will take care of the rest. It’s also 
titerally impossible to lose. Should you 
happen to die, you'll respawn immedi- 
ately at the same point. Some cool 
vehicle stages help spice things up (the 
epic space battle from the beginning of 
Episode {if is particularly impressive), 
but they're too infrequent to salvage an 
otherwise tedious tour through the 
prequel trilogy. With over 50 characters 
to untock, as well as hidden items that 
you can reach only by revisiting levels 
with those new heroes and villains, the 
game does offer plenty of replay value. 
It also boasts a two-player co-op mode, 
which is always welcome. —STEVE T. 


SPONGEBOB 
SQUAREPANTS: 
THE VELLOW 
AVENGER 


PLATFORM: NINTENDO DS 
PUBLISHER: THQ 

OEVELOPER: TANTALUS INTERACTIVE 
ESRB: EVERYONE 


THQ’s GBA SpongeBob titles have 
been consistently entertaining, but the 
porous hero's DS debut plays like a 
gameplay experiment gone wrong. 
Though it appears to be a 3-D plat- 
former at first glance, you're limited to 
moving on 2-D paths with the option to 
change your course at junctions. A map 
on the lower screen attempts to show 
how the locations are connected, but 
it's so ambiguous, it's of little use. As 
you run and jump over the occassional 
gap, you'll fight off the spawn of The 
Oirty Bubble, but enemies are so few 
and far between, you'll be lulled to 
sleep waiting for the next fight. The 
story, which has SpongeBob taking over 
for the retired Mermaidman, deserves 
more action than this watered-down 
adventure can provide. GEORGE 5. 


SPIDER-MAN 


ULTIMATE 
SPIDER-MAN 


PLATFORM: NINTENDO DS 
PUBLISHER. ACTIVISION 
DEVELOPER: VICARIOUS VISION 
ESRB: EVERYONE 10+ 
Like its console counterpart, 
Ultimate Spider-Man for the DS 
allows you to play as both the 
beloved wall-crawler and his arch 
nemesis Venom. You'll alternate 
between the two characters over the 
course of the story (written by leg- 
endary comic scribe Brian Michael 
Bendis), and each plays quite differ- 
ently. Whereas Spidey’s controls con- 
sist of a standard Control Pad and 
button interface, Venom takes full 
advantage af the touch screen. You'll 
use the stylus to manipulate the vil- 
lain’s tendrils, grabbing onto objects 
and hurling them to and fro. It's a 
clever use of the OS's unique func- 
tionality, but the execution could be 
tighter. The hit detection sometimes 
feels a bit off, and taking down bosses 
is usually much easier if you just use 
the buttons (you can revert to a tradi- 
tional button-oriented control 
scheme on the fly). Spider-Man also 
utilizes the touch screen from time to 
time to open doors, disable security 
systems, etc. The corresponding 
mechanics are pretty lame, though, 
and switching between the buttons 
and touch screen in the heat of battle 
can be a real pain. My other big prob- 
lem with the Spidey stages is that you 
have to hurry from one objective to 
the next; if you don’t get to one in 
time, the level starts over from the 
beginning. It’s never exceedingly diffi- 
cult, but it seems like an artificial way 
to extend the game's brief playtime 
(you can finish it in about five hours). 
Qn the bright side, the cel-shaded 
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visuals are clean and attractive, mak- 
ing Ultimate Spider-Man one of the 
best-looking 3-D games on the hand- 
held. | also love the comic-book-style 
cut-scenes, which are accompanied 
by quite a bit of quality voice acting. 
True believers will probably enjoy 
Spidey’s latest adventure despite its 
shortcomings, but like the Venom 
suit, the game is ultimately a noble 
experiment that fails to achieve its full 
potential. —Steve T. 


DISNEY’S KIM 
POSSIBLE: 
KIMMUNICATOR 


PLATFORM NINTENDO DS 
PUBLISHER: BUENA VISTA GAMES 
DEVELOPER: AZM 

ESRB EVERYONE 


To be honest, when | picked up Kim 
Possible for DS, | was expecting to see 
more of the same; more of the same 
GBA-style graphics, more of the same 
gameplay elements and more of the 
same old, same old. | was flat-out 
wrong. With a mix of 2-D and 3-D, Kim 
has some of the coolest-looking levels 
of any DS game yet. It also makes 
ample use of the touch screen with a 
buy-on-the-fly menu for purchasing 
power-ups in the middle of the action. 
The game goes wrong, however, in the 
hit-detection department. Kim will 
jump toward ledges that you should 
easily be able to hang on to, instead 
you'll glance off of them and fall two 
platforms down, forcing you to retrace 
your steps—only for it to happen again 
and again, KP takes roughly four hours 
to complete (I'm being generous), 
although it could be stretched a little 
further if you enjoy collecting ail of her 
different outfits—which you can change 
on the fly (but who cares?) Kimmunica- 
tor Is more than I'd expect from a game 


designed for tween girls, but it’s not 
enough to please hardcore gamers. 
—PETEM. 


FIFA 06 


PLATFORM: GAME Boy ADVANCE 
PUBLISHER: EA 

DEVELOPER: EA CANADA 

ESRB, EVERYONE 


As much as i love American foot- 
ball, there's a lot to be said for the 
free-flowing action of soccer. EA cap- 
tures the shifting dynamics of the 
world’s favorite sport in FIFA 06 for 
Game Boy Advance. You'll run into 
choppy graphics on occasion, and 
switching players doesn’t work as 
smoothly as I'd like it to, but given 
the limitations of the handheld, the 
overall action Is very solid and realis- 
tic. Unlike the DS version of the 
game, you can't create custom 
teams and players. Instead, when 
you enter Career mode you'll choose 
a favorite club (almost every major 
soccer franchise in the world is 
included) and manage it for five 
years. Scenario challenges, seasons 
and tournaments are also available, 
as isa multiplayer link option. Even 
the sound is well above the gravelly 
standard for GBA, although you'll 
miss the excellent commentary 
available in the DS and GCN versions. 
If you don’t have a DS, this game is a 
sweet alternative. —Scort P. 


FIFA 06 


PLATFORM. NINTENDO DS 
PUBLISHER. EA 
DEVELOPER: EA CANADA 
ESRB. EVERYONE 


Once again, EA has built a superior 
soccer simulation, stuffed it with 
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clubs from around the globe, added 
cool bells and whistles and dubbed tt 
FIFA, Like its many predecessors, 
FIFA 06 offers precise passing, 
defending, tackling and scoring con- 
trols, but you'll have to learn func- 
tions for almost every button on the 
DS to get the most out of your game. 
Demanding even more of players are 
the tiny touch-screen buttons used 
for activating attack and defense for- 
mations; they're simply too small 
and awkwardly placed to be useful. 
Equally useless is the overhead view 
of the pitch on the bottom screen. In 
contrast, although the players 
depicted on the top screen are on 
the small side, the 3-D animation is 
smooth and realistic. And the level of 
detail when you zoom in during 
replays is astounding. Don't expect a 
ton of replay moments, however, 
unless you're a lousy defender, 
because even on the lowest of four 
difficulty levels your computer oppo- 
nent won't allow you to score easy 
goals. The game’s management fea- 
tures are extensive, from creating 
players and teams to playing a five- 
year Career made with special chal- 
lenges for each season. The touch- 
screen may be a bust for controlling 
the action on the pitch, but it’s awe- 
some for painting custom team 
crests. Other notables include a sur- 
prisingly good voice commentary, a 
Challenge made full of historical sce- 
narios, more than 20 tournaments, a 
two-player single-card mode, a four- 
player multicard made and a demo 
you can send to a friend. I'm no 
hooligan, but I'd fight to the front of 
the line for this one. And maybe next 
year EA will do right by the touch 
screen. —Scott P. 
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PLATFORM: NINTENDO GAMECUBE 
PUBLISHER’ BANDAI 

DEVELOPER: SING 

ESRB, TEEN 

The concept is unusual—puppetlike 
aliens come to earth to enlist the help 
of human partners in a once-in-a-mil- 
lennium battle for the Mamodo 
crown—but Zatch Bell!: Mamodo 
Battles ultimately shows itself as little 
more than a run-of-the-mill fighter 
Button-mashing will get you far into 
the game's story mode, in which you 
guide one of four aliens through a 
series of fights; the alien uses physical 
attacks, and its partner initiates spells. 
As you advance, you have some say in 
the order of the battles, but you ult- 
mately have to win every one to move 
on. You can also pump up your fight- 
ers’ stats in three categories by using 
points that you earn by exploring loca 
tions. All told, the game features 14 
areas and 14 alien/human pairs, some 
of which meld together to create 
bizarre forms. The game looks great, 
but it's shallower than fighter fans 
might hope for. —Georce S. 


DUEL MASTERS: 
SHADOW OF 
THE CODE 


PLATFORM, GAME Boy ADVANCE 
PUBLISHER: ATARI 

DEVELOPER. MISTIC SOFTWARE 

ESRB, EVERYONE 

Though Shadow of the Code does lit- 
tle to advance the Duel Masters trad- 
ing-card-game series past the estab- 
lished formuta of card collection and 
friendly competition, it does offer an 
update for players who are keeping up 
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with the latest expansion-pack sets. By 
Incorporating cards from the 
Survivors of the Megapocalypse set 
and the Thunder Charge of Ultra 
Destruction set, the game goes past its 
predecessors by putting Survivor 
Creatures, Speed Attackers and other 
recent Duel Masters additions into the 
mix. For those new to Duel Masters, 
the story mode starts with a tutorial 
(unlike the Yu-Gi-Oh! card titles) and a 
series of introductory matches, but 
the difficulty ramps up faster than it 
did in the first two games of the series. 
A packet gizmo offers minor card- 
Management improvements and new 
minigames, but the changes don’t jus- 
tify the purchase for casual Duel 
Masters fans. —GEORGE S. 


PLATFORM: GAME Boy ADVANCE 
PUBLISHER: ATARI 

DEVELOPER: FERNANDO VELEZ / 
Guiitaume Dusait 

ESRB, TEEN 


The team that developed V-Rally 3 for 
the Game Boy Advance takes on the 
ambitious 3-D driving-and-shooting 
Driver franchise with the tale of 
doomed cop Tanner ang his effarts to 
take down a crime syndicate. The game 
runs at a good frame rate, but the clip- 
ping is horrendous at times—whole 
buildings pop into your view as you get 
close to them, Missions alternate fram 
on-foot gun battles to driving exercises, 
the most successful of them being ail- 
out car chases. It’s frustrating to fail 
your mission just because you've fallen 
behind the vehicle you're pursuing, but 
it’s satisfying when you can get into a 
groove and keep up with the vehicle 
while dodging moving obstacles. The 
story is well-told, but the still-shat cine- 
matics don’t look like they belong with 
the rest of the game. —GEorGE S. 


DIG DUG DIGGING 
STRIKE 


RATING: 7.0 


PLATFORM: NINTENDO DS 
PUBLISHER: NAMCO 
DEVELOPER NAMCO. 
ESRB’ EVERYONE 
Like the classic? 
Love crazy game 
design? Then you'll 
think DDDS is a Dig 
Oug Disneyland. The 
dual-screen concept alone ts dizzy 
fun: You'll start on the upper screen, 
where you'll share a 3-D istand with a 
roaming boss, plus many gigantic 
stakes that stick out of the ground. To 
defeat the boss, you'll need to drown 
it by cracking off the island chunk the 
boss is crossing. You start by driving 
the stakes into the earth like a 
wedge, To do that, you'll leap into 
holes to enter the bottom screen's 

2-D underground realm based on the 
classic arcade dynamic, where you'll 
need to destabilize the depths under 
the stakes until the isle chunk cracks 
off. (You'll want to ensure that you're 
on the safe side of the wedge). That’s 
crazy enough, but it's truly nuts when 
ODDS starts making you think about 
the action on both screens—the boss 
has its own methods of finishing you 
off from above, and you'll be able to 
sabotage it by flying in helicopters 
and using other weapons. The 2-D 
gameplay riffs on Dig Dug basics in 
dozens of ways never seen before. 
Environments now include slippery 
ice caves and submerged ruins. Fresh 
obstacles make tunnel travel haz- 
ardous in great new ways: magma 
spews down holes, bombs obliterate 
mass areas, and paralyzing sludge 
drools downward; and many new 
creatures, like speedy worms and 
geckos with superlong tongues, keep 


the experience constantly surprising. 

Though playing through the main 

story doesn’t take nearly as long as 

I'd like, level replays plus a two-play- 

er sabotage mode (two DS cards 

needed) lengthen the gameplay. 
STEVEN G. 


TY THE 
TASMANIAN 
TIGER: NIGHT OF 
THE QUINKAN 


PLATFORM NINTENDO GAMECUBE 
PUBLISHER: ACTIVISION 
DEVELOPER: KROME STUDIOS 
ESRB: EVERYONE 10+ 


From the Outback to the Nintendo 
GameCube, Ty the Tasmanian Tiger 
returns once again, a little older, a 
little spookier and with more- 
focused gameplay that makes Night 
of the Quinkan more enjoyable than 
the previous installment. The mod- 
ern platformer formula applies here, 
with a nice variety of tasks—kart 
races, battle arenas, flying missions, 
mech combat and demolition der- 
bies—mixed in with the predictable 
Jumping, swimming and enemy- 
bashing. The action is decent fun, 
and has additional depth thanks to 
lots of power-up gems that grant 
Ty's boomerangs new powers, but 
the controls aren't quite tight 
enough for a game of this ilk. The 
collision animations could also use 
some work, as could the auto-tar- 
geting in the Crabmersible vehicle. 
AS a budget-priced title, however, Ty 
delivers satisfactory entertainment 
for platformer fans. —Cuels H. 
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SHOGUN EMPIRES 


REAL TIME 
CONFLICT: 
SHOGUN EMPIRES 


PLATFORM, NINTENDO DS 
PUBLISHER, NAMCO 

OEVELOPER, BOX CLEVER INTERACTIVE 
ESRB, EVERYONE 10+ 


Part feudal-era Risk, part real-time 
strategy, Shogun Empires uses the DS's 
dual screens and touch-screen capabil- 
ities to let you manage a large-scale 
war and participate in small battles at 
the same time. You lead a shogun army 
with the goal of spreading your rule 
over the territories of an ancient map— 
use the stylus to select groups of allied 
warriors and send them into battle. 
They'll automatically fight all enemies 
they come in contact with, either wip- 
Ing out the opponents or being wiped 
out in the process. The battles are fast, 
but unremarkable due to rudimentary 
animation. Also rough around the 
edges is a series of midbattle 
minigames that have you firing cata- 
pults at a castle, chasing warriors on 
horseback and engaging in additional 
action-oriented activities. Though the 
game shines in strategy play, it lacks 
luster when the focus is on individuai 
events. —GEORGE S. 


MEGA MAN ZERO 4 


PLATFORM: GAME Boy ADVANCE 
PUBLISHER: CAPCOM 

DEVELOPER. INTI CREATES 

ESRB: EVERYONE 


The fourth installment of the Mega 
Man Zero series foltows directly in the 
footsteps of its predecessors, and that, 
most definitely, is a good thing. Once 
again, legendary Maverick Hunter Zero 
finds himself entwined in the conflict 
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MEGA MAN ZERO 4 GBA) 


between humans and Reploids, thrust 
into highly detailed, highly challenging 
horizontally and vertically scrolling 2-D 
stages, cutting down robotic legions 
and their slickly designed animal- 
inspired masters to avert impending 
Armageddon. As usual, the action is 
intense and the control is incredibly 
crisp; if you fall prey to one of the many 
instant-death traps, you have nothing 
to blame but your own skill. And while 
much of MMZ4 Is familiar, new touches 
have been added; in addition to his 
trusty Buster Shot cannon and ever- 
satisfying Z Saber, Zero now augments 
his arsenal with the new Zero 
Knuckle—a weapon that instantly 
steals abilities from enemy grunts, 
allowing for even more firepower and 
Strategic combat possibilities, An item- 
creation feature, a refined Cyber-Elf 
system that’s much more user-friendly, 
and a weather system also give the 
player an optional edge. Ail of these 
choices can make the game notably 
easier than previous Zere titles and 
alleviate a lot of frustration, but taking 
the easy way out will prevent you from 
obtaining the EX Skills from the bosses. 
There's also an Easy mode, but if you 
want to feel a sense of accomplish- 
ment, you'll need to stick to Normal 
and play with the pure skill required by 
the rest of the series. Now more acces- 
sible than ever, Mega Man Zero 4 is 
another great chapter in Capcom's 
renowned franchise. —Curis H. 


MEGA MAN 
BATTLE 
NETWORK 5: 
DOUBLE TEAM DS 


PLATFORM: NINTENDO DS 
PUBLISHER: CAPCOM 
DEVELOPER: CAPCOM 
ESRB. EVERYONE 
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MEGA MAN BATTLE NETWO! 


There have been complaints that the 
Mega Man Battle Network series does- 
n't change much from one version to 
the next, and while that holds especial- 
ly true in Mega Man Battle Network 5: 
Double Team DS, the franchise's first 
venture onto the system enhances the 
already solid gameplay. As the title 
suggests, Double Team is essentially 
the same as the MMBNS pair that came 
to Game Boy Advance in June, only 
with both versions of the GBA game 
(Team Protoman and Team Colonel) 
selectable from the outset and with a 
few DS-exclusive features. One major 
addition is the ability to bring partner 
Navis into battle with Mega Man. The 
Navis can be tagged in for actual fight- 
Ing or used for support, making com- 
bat a bit more interesting. Another 
{much-appreciated) supplement is the 
inclusion of a map on the upper screen 
{once you find an area's map data), 
which relieves some of the tedium of 
the mazelike level design. You also 
have the power to import characters 
from one version to the other, but only 
once you've completed one version of 
the game. And super-hardcore fans 
can upload their chip data from the 
GBA versions of MMBN5. In most other 
regards, though, this is the same Battle 
Network as before, with a decent mix 
of strategic, real-time battles, RPG-like 
exploration, and lots of character-cus- 
tomization options. The game is given 
further depth thanks to the recently 
introduced {iberation missions. It's too 
bad some of the translation woes of 
the GBA version weren't corrected for 
the DS, but Double Team is nonethe- 
less the Battle Network game to get. 
Curis H. 


ALSO THIS MONTH 


THQ's talk-and-shop adventure Bratz: 
Rock Angelz (GCN and GBA) has the 


7 Strong Bent type. 
“a We met it sewond crade, He's 


way cote wid ey SHAIZ G 


KIDS NEXT DOOR Gc 


pre-teen sensations dealing with life in 
the burbs... . Bilingual adventurer 
Dora and monkey Boots blast off for 
muchos thrills in Dora the Explorer: 
Journey to the Purple Planet (GCN) 
from Global Star Software. ... Global 
Star’s Kids Next Door: Operation 
V.1.D.E.0.G.A.M.E. (GCN) is 3-D plat- 
forming with Rainbow Monkeys and 
zany villains, such as Gramma Stuffum. 
.. Jimmy Neutron leads a cast of 
Nicktoons heroes in a 15-level battle to 
stop the Evil Syndicate from doing 
something really bad in THQ's 
Nicktoons: Unite! (GCN, GBA and DS). 
... Atari’s Backyard Skateboarding 
(GBA) is like THUG for kids. Only 
instead of pulling practical jokes on 
people, you help them with their 
chores, ... Atomic Betty (GBA) from 
Namco follows the adventures of Betty 
and her pals Noah and Paloma. as they 
cooperate ala The Lost Vikings to clear 
switch-and-platform-filled environ- 
ments. ... In Buena Vista’s Chicken 
Little (GBA) chickens don't fly, but the 
hero does hop onto platforms, attack 
enemies with a yo-yo and play dodge- 
ball... Chickens do fly, and you shoot 
them, in DSI's Chicken Shoot (GBA). . .. 
If you're collecting everCons while 
exploring everView, you must be play- 
ing THQ's everGirl (GBA)... . Twelve 
duos have at it in Bandat’s fighter 
Zatch Bell! Electric Arena (GBA). 
Kooky minigames offer a break from 
the alien-slamming action. ... Hard- 
core Bionicle fans will enjoy a return to 
the island of Mata Nui for Bionicle: 
Maze of Shadows (GBA) from THQ... 
Your classic ‘94 Escort wagon is not in 
DSI's Ford Racing 3 (DS), but the game 
does include touch-controlled steering 
anda helpful lower-screen map... 
Several great compilations of arcade 
classics have surfaced in the last year. 
Ultimate Arcade Games (GBA) from 
Telegames is not one of them. 


GI Winner 

One party animal will win the ultimate 
cruise for four (see official sweep- 
stakes rules for more details). consider 
it your passport to good times. SO 
don’t just dream about it—go online 
and enter to vial 


e One winner 


e to have a good time. You can camp 


You don’t need 

out at home wit kk, which includes a 
Nintendo Gamecu! i e, four controllers and 
other goodies. (frien > not included.) 


3rd Prize: 


just as there are seven seas 
‘there will be seven lucky winners W 
Party 7 for Nintendo Gamecube. Do you feel lucky? 


To Enter: WWwimariopa 


2006 Nint 
> Hiseoe gente 


Open to U.S. Resid 
initheir state ("Minor” dents, including Washington 0.¢,, exc 
their parents or le ), must be accompanied bi ding Puerto Rico; “of all ; 
gal guardians. iy Someone: 25 yeots of age or alder ages:| nese teat 
h age of themaoa 


3. Enter online at http://www. 
. p://www.marioparty.com 
‘ bien birth 14:59 PM Pacific time on. December 
Pay ee Pad ge (including airfare or ground tral ia 
; ena pack (ARN) : Se) AONE Retail eee peice 
Bit Pek rize—a CO 
f ‘0 oalwe ui 9 open on'the numberof entries tect beep llc!" 
tenti a 
5 poseebiaet aa ead an affidavit of ‘eligibility to = 
official rules. and Fegulations 70 pia ‘ofa es, ple 
tules, 


We re entering the golden age of the Nintendo 
DS, and several new entries to the archive are 


at the forefront. Trace Memory, Castlevania: 


i ight: Ace 
f Sorrow and Phoenix Wright: : 
ye y is the limit for 


Attorney prove that the sk j 
unusual and creative concepts on the two 


sereen portable. 


NINTENDO 


THE ADVENTURES OF 
Jimany Neutron Boy Genius: THe 


‘ATTACK OF THE TWONKIES 40 THQ 6 0COC*E 
AWE HoMIniO 65 0-3 7° °F 
AnIMANIACS: THE GREAT 

EpGar HUNT 3.0 IGnimion 190 «OE 
Barew Kattos, EXeRNAL 

WINGS AND THE LosT Ocean 9.0 NAMCO 7 OUT 
BATMAN BEGINS 6.5 ELECTRONIC ARTS 4 OC«”T 
BATTALION WaRS &s NINTENDO 97 «(CY 
CABELA'S BIG GAME HUNTER 

2005 ADVENTURES 4:5 ACTIVISION we OT 
CAUL OF Dury: Finest Hour 7.0 ACTIVISION a 
CHARLIE ANO 

‘THE CHOCOLATE FactoRY 2.5 GLOBAL STAR 95 C= 
Orr Jam: FIGHT FoR NY 75 ELecrronic Aarts 16 0COUM 
Oicimon WoRLD 4 7.0 BANDA 3 0~C*E 
Donker Kons Juncte Bear 9.0 NINTENOO 191 E10+ 
Donkey KonGa 2 75 NINTENDO 2CidT 
ORAGON Bait Z Budokai 2 5.0 ATARI 1B OUT 
ORAGON BALL 2: SAGAS 55 ATARI 2 «=«ST 
Fantastic FOUR 6.0 ACTIVISION mT 
FIFA Soccer 2005 85 ELECTRONIC Arrs we OCO*E 
FIFA Soccer 06. 9.0 Evectrowic Arts 7 COE 
FIFA Sater 6,0 ELecTRONIC ARTS m o& 
Fick? NiGHr. ROUND 2 8.0 ELectRONiC Arts wm oT 
Fire EMBLEM: PATH OF RADIANCE 9.5 NINTENDO 97 COT 
FROGGER: ANCIENT SHADOW 5:5 KONAMI 7 COE 
Geist 5.0 NINTENDO 196 OM 
GoLOENEvE: ROGUE AGENT 5.5 ELECTRONIC ARTS 8 OC«*T: 
Harvest Moon: 

AnotHer WONDERFUL LIFE 7.5 (NATSUME ws OC 
Heito Kitty: ROLLER Rescue 5.0 NAMCO 1960 
‘Tue INCREDIBLE HULK, 

Unrimare Destruction 85 VU Games 6 0=CO«*T 
‘THe INCREDIBLES 70 THQ we OT 
Intaquvision Lrves! 3,0 CRAVE 17) C*E 
INTERNATIONAL GOLF AND TenNIS 30 Ienmon 193—COE 
Kiuter 7 85 Capcom 193 0OM 
King AntHUR 45 Konami 7 )C«ST 
KwiGus oF the TEMPLE 5.0 ASPYR 140COM 
Lemony Swicker’s A SERIES 

oF UNFORTUNATE EVENTS 7.0 Activision 1g 0C~* 
THE LoRO OF THE RINGS. 

The THIRD AGE 65 ELECTRONIC ARTS 7) C«*ST 
Mapacascar 6.0 Acrivsion 194 E10r 
‘Maooen NFL 06 9.0 Electronic Arts 195 )0CO*E 
‘Manto Paar 6 75 NiwieNoo 18 C~*E 
‘Magio Power TENNIS 7.0 NiNTeNoo wr OU«*rE 
‘Manio SUPERSTAR BASEBALL 9.0 NINTENDO 196 0~C~*E 
Manvel NEMESIS. RISE OF THE IMPERFECTS 7.0 ELECTRONEC ARTS 97 C«‘T 
MC Groovz- DaNcecnazt 5.0 Map Carz ww CE 
MEDAL oF Hono: 

European Assautr 8.0 ELEcsRONIC ARTS 194 

MEGA MAN X: 

COMMAND MISSION 65 Capcom rn 
MeTRalo Prise 2 ECHOES 95 NINTENDO 7 OT 
‘Mipway ARCADE TREASURES 2 75 Mioway 133M 
‘MibwaY ARCADE TREASURES 3 65 Mioway 7 COE 
Mora Komeat; Oecenion. 75 Mioway 9 0OUM 
MYP Baseeatt 2005 9.0 ELECTRONIC AgTs Boal E 
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REVIEWER NOTES 


TACTICAL COMMAND 


Though rough around the 
edges, and maybe too ambi- 
tious for the Game Boy 
Advance, Rebelstar debuts an 
intense turn-based tactics 
system on the GBA that fac- 
tors in sightlines. If you can't 
see it, you can't shoot it. Walls 
in the way? Create a window 
with explosives. Need to 
obscure your foe's vision? 
Throw a smoke grenade. It 
makes tactics strategy more 
realistic but probably too 
management-intensive for 
anyone but the genre's most 
devoted maniacs. —Sreven G. 


>PINBALL OF THE DEAD 


Chris S. is rarely right, bu’ 
like to reinforce what he said 
in his review last month: Dawn 
of Sorrow Is positively bril- 
lant. It's the most beautiful 
game I've ever seen ona 
handheld and it controls tike a 
dream. There are tons of great 
DS games coming out this fall, 
but Castlevania should be at 
the top of your list. 

SreveT 


>MIDWAY ARCADE 
TREASURES 3 


NAMcO OTH ANNIVERSARY 


ARCADE COLLECTION 7.0 NAMCO 497 Exot 
NBA Live 2005 75 ELecrnonic Agrs w6 OE 
NBA Street V3 75 ELECTRONIC ARTS. wo OC 
Neco For Speco 
UNDERGROUND 2 7:5 ELECTRONIC ARTS 1B O*E 
NFL Sreeer 2 7.0 Eeectronic Agrs ww OE 
NHL 2005 7.0 — ELECTRONIC ARTS 186 E 
ONE Piece: GRAND BatTUE 65 BANOAL OY 
PAPER MARIO: TRE 
THOUSAND-YEAR DOOR 9.0 NINTENDO: 186 E 
PINBALL HALL OF FAME a5 CRAVE OE 
THE Potar EXPRESS 50 © THQ 7 COE 
Poxémon XD- Gate oF DARKNESS 85 —_NINTENOO 3 COE 
PowER RANGERS: DINO THUNDER 5.0 THQ 6 OC: 
PRINCE OF PERSTA 
Waraion WITHIN 9.0 Usisorr 18M 
Rave MasreR 5.0 KONAMI w «Tt 
RestOENT EVIL 4 10.0 Capcom 19 0«OM 
Roaors 5.0 VUGAMES 10 OCO*E 
ScaLER 65 GLOBALSTAR 188 0OC* 
Scoony-Doo!, UNMASKED 75 THO 7 Oi 
Sonic Gems Couecrton Bs SEGA 95 OE 
SPARYAN: TOTAL WARRIOR 85 SEGA 170M 
The SponceBos 
SQUAREPANTS MOVIE 70 THQ 186 0OC* 
Spyro A Hero's TAIL 55 VU Games. 187 E 
StaR Fox: AssauLE 8.0 NINTENDO wT 
Strike FORCE BOWLING 45 Chave wo OC 
Tak. THe GREAT JUJU CHALLENGE 85 THQ 97 COE 
‘Tak 2: Toe Stare oF DREAMS BO THQ 186 — 
Teenace MUTANT NiNja 
Turtbes: MUTANT MELEE 3.0 Konami 19% T 
Teenace Mutant Ninja 
Tuaties 2: Barive Nexus 4.0 KONAMI 160 
Tiger Woons PGA Tour 2005 8.5 ELECTRONIC ARTS 16 0OC~*& 
TiGer Wooos PGA Tour 06 90 Evecrronic Aris: 197 E 
THMESPLITTERS: FUTURE PERFECT 85 ELECTRONIC ARTS: m M 
Tom CLANcy’s GHOST RECON 2 45 Uessorr 192 T 
Tom Cuancy’s SpunteR Ceut: 

CHAOS THEORY 80 ‘Usisorr 192 M 
Tony HAWK'S UNDERGROUND 2: 

Worto DestRuctio Tour 75 Activision 60 OC«T 
TRIGGER MAN 10 Crave 186 Li 
Ty THE TASMANIAN TIGER 2 

Bust Rescue 5.0 ELECTRONIC ARTS: 186, & 
‘THE Uroz. SIMS IN THE City 70 ELectronic ARvs 187 1 
Viewrirut Joe 2 9.0 CAPCOM 187 T 
VIRTUA QUEST 55 SEGA 189 T 
WWE- Day OF RECKONING 2 80 THQ 7 i 
X-MEN LEGENDS Activision 186 —«T 
ADVANCE WARS: DUAL STRIKE 90 NINTENDO. 196 E 
ASPHALT URGAN GT 65 Usisorr 18 OE 
BomseRMAN 7.0 Uaisorr 194 £ 
CASTLEVANIA: DAWN OF SORROW 9.0 KONAMI 97 (OT 
Fete the Magic: XY/XX 9.0 SEGA 8 
Froccer: HELMET CHADS 5.0 KOMAML 196 OE 
GoLDENEYE: RocuE AGENT 6.0 ELECTRONIC ARTS 95 OT 
Kiney: Canvas Curse 9.0 NINTERDO: 194 E 
Lost in Bue 8.0 Konan 197 Eto 
LUNAR: DRAGON SONG 7.0 Uaisorr 197 ror 
MADAGASCAR 7.0 ACTIVISION wg OE 
Maonen NFL 06 8.0 ELECTRONIC ARTS. 96 0O«~E 
Maopen NFL 2005 7S Evecrronic ARtS 188—~C* 
METE0s 9.0 NINTENDO 1 OE 
Ma Danuse, Datta Spits 70 Namco BOE; 
Nawostray 8.0 MAJESCO ws OE 
NEEO FoR SPEED UNOERGROUND 2 6.0 ELECTRONIC ARTS w3 CE 
NINTENDOGS 85 NinteNoo 196 OE 
Pac 'N Rott 75 NAMCO 96 OC«* 
Pac-Pix 8.0 NAMCO w OE 
PHOENIK WRIGHT: AcE ATTORNEY Bo CAPCOM 197 =O 
Ping Pats so THQ 18 OC€; 
PoKéwon Dash 5.0 NINTENDO wm OE 
POLAR 75 NINTENDO wm oO 
Puyo Poe Fever 6.0 Ants w3 OE 
Rayman DS, 6.5 Usisorr m 
Retgo AraRt Cuassies 5.0 ATARE ar OE 
apc Racee OS 7.0 Namco aC 
Rosors 45 WUGames 100CO* 

SPACE INVADERS REVOLUTION 4.00 Masmire 196 OE 
SpiDER-MaH 2 65 AcrVisiON ws OE 
SPLINTER CELL. CHAOS THEORY 80 — UBisoFT 19400C«T 
SPRUNG 7S UsisorT 188 T 
Sra Wags Episo0e i 
REVENGE OF THE SITH 8.0 — Usisor 193 E10+ 
Super MARIO 64 DS 85 NiNTENOO BOE 


>DK: KING OF SWING 


Tax, THE GREAT Juju CHALLENGE 75 THQ 7 CO LEGO Keicnts’ Kincoom so THQ wy OE 
TiseR Wo00s PGA TouR 2005 Bo Etecrronic Aerts 8 OE LEGO Stan Wars 65 — foos 2 OF 
Tom CLANCY'S RAINBOW SIX: LocKOOWN 6.0 _UsisorT 17 OM Lemony Snicker’s A Serres 
TRACE MEMORY 85 Mineo STant OF UNFORTUNATE EVENTS 60 Activision 16 0C~‘ 
THE Uez: SIMS IN THE CeTY 7.5 Evecrronic Ants we OC Lizzie McGuire 2 35 Buena Vista w6 OE 
WarioWare: ToucHen! 9.0 NINTENDO 190 E Lizzie McGuiRE 3 N/A — BUENA VISTA 197 E 
Warne E Tut Lono oF THe RINGS. 

as NAS ESN Ste a Tue Taino Ase Bo ERECTRONIC ARIS a7 OT 
Worio CHAMPIONSHIP PoKER- 
OHLieE SERIES 50 Cue pee MADAGASCAR 7.0 Acnvision we OE 
Yosi Touct # Go 7.0 Niwtenno 0 E ‘Maboen NFL 06 TO — ELECTRONIC Arts 196 E 
Yu-Gr-Ont Mario Parry Aovanct 6.0 —_NINTENOG ior OE 

E 


NighTMare Teousapour 8.0 KONAMI 1960 ‘Manto PINBALL LAND 75 NINTENDO 186 
Le es ae sg? L PHOENIX WRIGHT:| ‘Mea Man Bartte NETWORK 5: 
£ . 


Zoo Tycoon DS 75 THO or = TeAM COLONEL & TEAM PROTOMAN 65 Capcom m4 OE 
GEERT ROYaNTE Mesa Man Zeno 3 75 Capcom 186 OE 
‘ACE CoMear ADVANCE 4.0 NAMCO 1900CO*E y METAL Sts AgvAnce 8s SNK get Dat 
ANIMANIAGs: LIGHTS! Ifrd ee told.a few months ago MILUPEDE COMPRATION 50 — Desrination 197 £ 
Camera! Acrion! 45 tention wo OE that I'd absolutely love a lawyer Monorowr 5.0 Desrination wee 
BACKYARD BASKETBALL 45 ATARE 6 0C«~*r game, I'd have called for an Monster Trucks 35 Mapsco 9 OE 
BackvarD Foorsatt 2006 N/A Atari wSC* insanity plea, but then along Ma Drie 2 50 Namco 193 0C*#éE 
Banjo Puor 70 © THQ COE wie Namco MUSEUM SOTH ANNIVERSARY 
GARGIE AND THEMAGK oF PéGasus N/A VU Games "7 E came Phoenix Wright. Capcom ARCADE COLLECTION. 55 NAMCO 197 E 
BATMAN BEGINS. 5.5 ELECTRONIC ARTS 1940~C«*ST has localized this game almost EEO FoR SPEED UNDERGROUND 2 50 EtectRonic Arts 7 COE 
Tie Berenstain Beans rovidi i Nicxroons: Freeze 
AND THE Spooky OLo Tree N/A NaMco 97 CO* perfectly, providing an absorb ng FRAME Feency 4s THO ws ot 
Boao GAME Classics N/A Destination 97 E graphic-text adventure filled with ‘ONE Piece 8.0 —_BANDaL 197 E1o+ 
THe Bite Game N/A Crave 97 —CO*E ample opportunities to laugh. PAC MAN PINBALL ADVANCE 7.0 NAMCO 3 OC«*E 
es 5 Pac-Man Worto 60 Destinarion we 
CantLa’s Bis Game Hunter : 
2005 ADVENTURES 2.0 Activision 18 OT The voice Hee Ue optionis PACMAN Worto 2 60 Destination 7 OCO*E 
CentiPsoe COMPILATION 5.0 DESTINATION “7 Oi great, too; you don't need to yell PAPERBOY COMPILATION $$ Destmarion 7 OE 
CHARLIE AND “Objection!” into the micro- POKEMON EMERALD 65 NINTENDO 192 E 
WE CHOCOLATE FACTORY 3S GLOBALSTAR 9 OE s 
‘ t VOU? THE Potar Express 55 THQ ey OE 
Cuassic NES SeRaEs CASTLEVANIA 85 NINTENDO 16 OC«* phone, but why wouldn't you Pome ehicion Se) (Gischasion Ay or 
Classic NES Series OR MaRio 7.0 NINTENDO 6 0C~‘ Curis H. PosHRUET eK serach 50 NANO aye 
Cuassic NES SeRues MeTROI0 8.0 NINTENDO w6OC«* Prineneesiiaiexynpia Taonoce gow frig) a 
Lassie NES Series ZeL0A I, carer ; ie 
THE ADVENTURE OF LINK. 7.0 NINTENDO we OC«E tel ae : : Lam aia 5 Fe 
Cooename Kios Next Door— 
gamwmccciaerOote- conus = wysk:~=S:*«é TIGER WOODS PGA Rar Pa ne 15. Acton mee 
CONNECT FOUR COMPILATION 5.0 DESTINATION 97 COC‘ TOUR 06 Rayman: HOODLUM 5 REVENGE 55 — Usrsorr 191 t 
Causven BASEBALL 25 SUMMITSOFT 186 0~C«*& ReseistaR, TACTICAL COMMAND 79 NAMCO 197 Etor 
DANNY PHANTOM, THE ULTIMATE ENEMY N/A THQ 197 E Riviera THE PromiseD LAND 65 Arius 194 T 
Deao 10 Richrs 5.0 OestiNanion 87 «OT Risk ComPItanion 7.0 DsTINATION 7 OE 
Disnev's HERBIE: FuLty LoaoeD 55 DISNEY INTERACTIVE = 194 Rosors 45 VUGames wo 
Diswer’s Kim Posstete Itt Rucrars: Aut Grown Up! 
TEAM Possiate 6.5 DISNEY INTERACTIVE 195 E EXPRESS YOURSELF 40 © THQ 186 E 
Diswvey’s Macicat Quest 3 ScRaBBLE BLAST 75 Desinarion 93 CO*E 
STARRING MickeY 6 DONALD 55 CAPCOM 14 OC«E ScRABBLE JR. COMPILATION 45 DestiNarion 197 COE 
DK: Kine oF Swine 80 NINTENDO 197 ~CO*E SD Gunbam Force 55 BaNDa 6 0OC«* 
Donkey Kons Countey 2 6.5 NINTENDO 87 OE SHAMAN KING. LEGACY OF THE 
DRAGON Batt GI, ‘SPuRITS—SOARING HAWK / 
TRANSFORMATION 5.5 ATARI 196 = Eror Sprinting WOLF 3.5 Konamt 197 E 
Ka SHAMAN KiNG 
Herel 4.0 ATARI OE Master oF Sernits 2 6.5 KONAML 196 E104 
Dynasty Wareiors Avance 70 NINTENDO 196 E10* SHREK 2: BEG For MERCY 4.5 ACTIVISION 88 E 
fr 20 Caave nr Siema StaR SAGA 8.5 Namco 195 ror 
F/A1BF: Super HORNE 35 MAJESCO ed A ‘SMASHING OntvE 45 Desrinanion m8 
‘THe Fasrty OoDPARENtS!: + thought to catch a fitte bird . Tie SponeBos 
i jt k 86, 
SHADOW SHOWDOWN 4.0 THQ 860~«*r‘S and it seems instead J've snared a SquARtPaNTs Movi 5.0 THQ 1 
Fanrastec Four 85 ACTIVISION 194 Evo _ Sey HUNTER COMPILATION 4.5 DESTINATION 7 OE 
Fear Factor UNLEASHED 3.0 Hep Inreracrive 87 =O Y it} | an ‘Stak Wars Eetsove Ill; 
REVENGE OF THE SITH 7.0 Uetsort 193 Etor 
FIFA Soccer 2005 7.0 ELECTRONIC ARTS 16 0~«~* 
; STRAWAERRY SHORTCAKE 
Ela ANAS SUMMERTIME ADVENTURE 30 MAJESCO BOE 
DAWN oF Sous 8.5 SQUARE ENIX 7 OE 
Super Army War 65 Ans 190 
Finis Nemo THE 
CONTINUING AGVENTU RES 35 THO 485innE > Tak: THe GREAT JUJU CHALLENGE 40 THO 97 OE 
7 f E Lee TEENAGE MUTANT NINA 
Fine EMouem: THE Sacreo SroNes 9.0 NINTENDO 193 FIREEMBLEM Roane ears Nene So. Kemi samen 
Gauntuer ComPILaTion 6.5 DESTINATION w7tC«*é TH Taina eh Rees Sat wea fide 
‘GOLDEN NusceT Casino 2.0 MASc 18 OC«*r: ESACRED STONES anes Seven ae 
Gaano TxeFT Auto Aovance 75 — Rocnstar 186 0~«* Waesces: oe AGERE ae 
Gumay VS. THE AsTRogoTs, 5.0 NAMCO 196 0 With Fire Emblem: Path of Aaa aie Re AN at? ae oe ee 
Gunoam Seeo Barris Assautr 5,0 BANDA 36 0~«*T Radiance finally upon us, how Bleach 
Harvest Moon More FRienos f weno is seanaoe fase 
OF MINERAL Town 85 NATSUME 95 OE easily we forget the recent FE re = 
Honiiusisisrunr masterpiece for GBA. The Sacred Bust Rescue ‘ 45 ftecteome Aarts 7 OE 
TRACK CHALLENGE 60 THO Oi é * 
Stones did much for the series THe Urez’ Sims 1N THE Cire 75 — ELectronrc Azts 187 £ 
Huo: THe Evit Mirror 30 Namco 192 E sts WarioW. T = 8 witenoe: Fi E 
Tae IncReoIBLES 6.0 THQ 16 OC« with its looser style of mission ee ae aes Ak ee Bs : 
Meta aay bpie) ge progression (similar to Final WoRLD CHAMPIONSHIP Powe 35 CRave we OE 
James Pono Conename Rowocoo 4,0 VALCOM Games ws OE Fantasy Tactics Advance) and bs cae ie Ae an ae 
JukA AND THE MoNoFHoNc 4 F | 
MENACE 5.0 ORBITAL Mota 1996 COE branching storyline. FESS also ‘Yosui Torsy-Turvy 70 INTEND 194 
ren 2 ‘Yu-Gt- Ont: Destiny BoaRD 
tae 3 2 fet ? 4.0 DESHNATION m of has the most versatile class pan Me Gas eat: 
INGDOM HEARTS: CHAIN 5 = 
OF Memories 75 SQUARE ENIX a changing system in any FE game La Ar ae er 
Kieey 5 THE AuzinG Migos 80 NiNTeNoo: 6 OC«*&E {including Path of Radiance), giv- pas aii eae 
KLAX ComParion 4.0 Desinarion 97° «Et ing players more control over B 
kK OREAM CHAMP iat s 
Tannen Bs NAMCO wo OCO*E how their units level up. it isa 
THE Lege oF Zeta: truly massive strategy game. 
THE MIMS CAP 9.5 NiNteNoo 1 CE rae 
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‘Detroit 
Rock City 


The city known for cars, hockey and Motown gets 
rocked by Fall Out Boy and Nintendo on opening 
weekend of the Nintendo Fusion Tour. 


Earlier this year, Fall Out Bay was just 
a blip on the music-industry radar. 
Since the May release of From Under 
the Cork Tree (the band’s major 
debut), however, the Chicago-ba’ 
band has catapulted into the lime- 
light, earning a number-one video on 
TRL with the single "Sugar We're Goin 
Down” and enormous commercial 
success. As their new album contin- 
ues to sell rapidly (it went platinum 
just before this issue went to print), 
Fall Out Boy are keeping busy on a 
two-month Nintendo-sponsored tour 
across the US, joined by friends The 
Starting Line, Motion City 
Soundtrack, Bays Night Out and 


Panic! at the Disco. We visited Detroit, 


Michigan to check out the tour's sold- 
out kickoff show at the historic State 
Theater and to spend some time with 
members of Fall Gut Boy to learn 
what they're all about. 

from Under the Cork Tree begins 


MINTSNDD POWER 


with a song titled “Our Lawyer Made 
Us Change the Name of This Song So 
We Wouldn't Get Sued,” in which 


singer Patrick Stump pleads with lis- 
teness to not listen to the remainder 
of the album. Fall Out Boy's fearless 
leader, lyricist and bassist Pete 
Wentz, is being mostly facetious with 
the song—but he’s also setting the 
tone for an album full of painfully 
honest poems mixed with playful ‘80s 
pop-culture references. (Trohman has 
a tattoo on his arm that reads, The 
Queen Is Dead and another on his 
stomach displaying the words Viva 
Hate. Both of Trahman’s tattoos are 
eferences to pop legend Morrissey.) 
“| think that part of it is nostalgia, 
and part of it is inside jokes, i 
Wentz, referring to songs like 
Nobody Puts Baby in the Corner" (a 
reference from the ‘80s movie Dirty 
Dancing), which, oddly enough, i 
song about his own jealousy and fail- 


ures. “They're lyrics that, as a band, 
we can all relate to,” says guitarist 
Joe Trohman about Wentz’s lyrics. In 
response to the album's unorthodox 
references, Trohman admits, 

“we're really nerdy 
guys. eally 
into comics, 
really into 
Star Wars, 
th like 


that.” 

Wentz 
proudly 
wears a The 
Nightmare 
before 
Christmas- 
themed tattoo 
sleeve on his right 
arm. 

But Fall Out Boy's individual obses- 
sions go beyond comics, Star Wars 
Morrissey and The Nightmare before 
Christmas. All four band members are 
also gamers, making Fall Out Boy and 
the Nintendo Fusion Tour a perfect 
match. Each member of the band has 
his own taste In 
games (Trohman 
is currently play- 


66 Maybe five years 


Final Fantasy, which | still have.” 
Hurley, however, is more the Final 
Fantasy It type (“The Japanese [Final 
Fantasy] {V,” he paints out), and also 
claims to own the first 50 
issues of Nintendo 
Power. Wentz 
remembers calling 
the Nintendo 
hotline when 
trying to 
reach the 
Minus World 
in Super 

Mario Bros., 

and Stump 
asks, “What 
happened to 
Blaster Master and 
Kid Icarus?” (See our 

sidebar for the answers.) 

The band members’ obsessive ten- 
dencies resonate well with their fans. 
Fall Out Boy shows their appreciation 
ona level foreign to most musicians, 
and FOB fans, in turn, are notoriously 
obsessive over Fall Out Boy. The 
devotees know every word from 
every Fali Out Boy 
song, and sing 
them loudly at the 


rs rt 
ing Resident Evil 4, an ibe like, shows. And seeing 
while drummer Man, that was weird; Fall Out Boy per- 
Andy Hurley is my band solda form in frant of 
= hoagie million records.” ue aan crowd 
incredible Hu of over 2,700 was 
Ultimate mete) went exciting. The 


Destruction and Killer 7), but all of 
them have an undying love for the 
clas “We're all stuck back in the 
‘80s,” Trohman admits. “One of my 
favorite games of ail time is the first 


iB. 
entire State Theater was shaking 
(even the balcony!) as the fans fed off 
Fall Out Boy’s awesome onstage ener- 
gy. At one point during the perform- 
ance, Wentz actually threw his bass 


guitar about 20 feet across 
the stage to a nearby stage- 
hand, who took up pla 
where Wentz left off so the 
bassist could climb atop a 
high lighting structure and 
dive into the screaming 
fans—it was utter mayhem. 
And that was just Fall Out 
Boy’s performance. Each of 
the five bands performing 
that night had their own onstage 
antics, and audience members 
showed their full appreciation 
from the beginning of the night to 
the end. 

The bands on the tour are defi 
nitely enjoying their time on the 
road with Nintendo, The mem- 
bers of Fall Out Boy are making 
the most of their newfound suc 
cess, playing tons of games and 
connecting with fans. “Maybe five 
years from now I'll be like, ‘Man, 
that was weird; my band sold a 
Million records,” remarks Wentz. 
“We never expected [From Under 
the Cork Tree} to do as well as it 
has done already,” adds Trohman. 
“It’s definitely thanks to af! our 
fans." 

Though much of the Fusion 
Tour's popularity can be attrib- 
uted to Fall Out Boy's recent suc 


cess, the event's 
mixture of games and music makes 
the experience truly memorable. If 
concertgoers at the State Theater 
grew tired of watching bands, they 
could head into the lobby to play 
games or enter contests. Dozens of 
Nintendo GameCube and DS stations 
were set up, allowing the crowd to 
play a variety of unreleased games. 
including Mario Kart DS and The 
Legend of Zelda: Twilight Princess. 
Super Mario Strikers was also a hit at 
the show, inspiring multiplayer bouts 
between fans and band members. 

After five musical acts and plenty of 
game time, the night came to a close. 
The Detroit show looks to be the first 
of many sold-out stops on the tour— 
tickets are selling fast in every city 
(visit www.nintendofusiontour.com for 
up-to-date ticket information) 

“ANDY M. 


Fall Out Boy Interviews 
Nintendo Power 


During our interview with Fall Out Boy, the band 
turned the tables and barraged us with a series of 
questions (and demands). We've printed the ques- 
tions and comments along with our responses here. 


“Gyromite and... what was the name of that thing?” —Andy Hurley 
A: R.0.8. (Robotic Operating Buddy) 


Ghouts 'N Ghosts, Ghosts ‘N Goblins ... are those the same thing?” 
—Andy Hurley 
A: No, Ghouls 'N Ghosts was a sequel to Ghosts ‘N Goblins. 


Q: "Has anyone ever beat Ghosts ‘N Goblins?” —Pete Wentz 

A: Many claim to have beaten Ghosts ‘N Goblins. We know that NP writer 
Chris Hoffman has finished the Game Boy Color version of the game. 
To be fair, though, the GBC version has game-saving capabilities. 


Q: “| could never get into [the Minus Worid]." —Pete Wentz 

A: At the end of World 1-2, stand atop the exit pipe as Super or Fire 
Mario, break the second brick from the right. While facing left and 
crouching, Jump toward the opening you created and press right— 
you'll be transported through the solid wall. 


Q: "We want a copy of The Wizard on DVD.” —Pete Wentz 
A: There has been no official DVD release of the American version, but 
plenty of VHS versions are floating around. 


Q: “Someone should put out a soundtrack with the Castlevania music 
onit.” —Patrick Stump 

A: No one has released any Castlevania soundtracks commercially in the 
US, but there are numerous Japanese versions—NP writer Chris 
Hoffman has like 10 of them! 


Q: Was there ever a Goonies I?"—Pete Wentz 

A: Yes. While many assumed that Konami's The Goonies II was simply a 
sequel to the movie The Goonies, it was actually a sequel toa 
Japanese-only NES game based on the movie. 


Q: What happened to Blaster Master and Kid Icarus?” —Patrick Stump 

A: Blaster Master had a number of sequels on the Game Boy Color, Sega 
Genesis and Sony PlayStation, though none ever quite lived up to the 
original. Kid Icarus, however, has been mostly silent since the 1991 
Game Boy game Kid Icarus: Of Myth and Monsters. 


Q: Why is Balloon Fight the best game ever?” —Pete Wentz 
A: Because it’s fun. 
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POKEMON 


Fire! No, 
Psychic! 


In Volume 195 we asked read- 
ers to submit essays about what 
kind of Pokémon they would be 
if they had the opportunity. We 
got all kinds of great responses! 
Here are some of the best. 


BOO! 

(f | were a Pokémon I'd be a Ghost-type because | 

scare people, some people say I'm scary looking and 

ghost Pokémon have a sick sense of humor like | do. 
—Demon Y-AT 


USE YOUR HEAD 
Game conventions aside, the only Pokémon type | 
would consider is Psychic. The anime shows us that, 
rightly, Psychic-types far outpower every other type 
of Pokémon. Naturally, game dynamics require bal- 
ancing the abilities of the Psychic-type against other 
types for fairness, so they are shown not to be as 
powerful as they might have been otherwise. If one 
considers bringing Pokémon abilities into the “real 
world,” | would submit that not only wilt Psychic- 
types be the most powerful, but also the most versa- 
tile. Far from the crude attack-oriented manner as 
they're used in the anime, Psychic-types’ telekinetic 
abilities could help man build things like bridges 
faster and more safely. Imagine if you will several 
Psychic-types working in unison to raise a space sta- 
tion into orbit! Also, with constant training, the abili- 
ties of the Psychic-type will continue to grow, as what 
are the ultimate limits on the power of the mind? An 
Electric-type, for example, can only generate so 
much electricity, governed by whatever chemical 
process they employ. So, while being hard as rock or 
able to fly might be useful, Psychic-type remains, for 
me, the only logical chaice. 

—Robert Z. 


Da A et 


_ NINTENDO POWER: 


SLEEP TALK 
If |} were a Pokémon, I'd be lazy 
Hd lay around all day and sleep 
like crazy 
Ina grump rage I'll attack you 
with my Body Stam attack through and 
through 
Get out of my way if you have food 
Because | am a very big dude 
Ludacris has nothing on my Rollout 
Because a thousand-pound creature Is what | am 
about 
You can try and burn and freeze me 
But I'm protected by a certain immunity 
Ghost attacks don't affect me at most 
Unless Foresight is used by a Pokémon host 
I don't like Fighting-types at all 
Since I'll use Defense Curl into a gigantic ball 
With my HP and Attack at max 
The name people call me is Snorlax 
To end this rhyme | am like a gentle giant 
Except when I'm hungry lam very defiant 

Light Sneasel 


TRIPLE THREAT 
If |were a Pokémon, | would be the first "Tri'-type 
Pokémon ever—a Pokémon that's a combination of 
Electric-, Fire-, and Water-type, and would resemble 
a dragon. Being of many different types, | would be 
susceptible to many weaknesses. | would make up 
for this with enormous power, far greater than that 
of any Pokémon, even those of legend. My body 
would be a smooth silver color with streaks of yellow, 
red and blue lining up my back. They would meet 
atop my forehead, each adorning the three horns 
located there, where the bulk of my power gener- 
ates. | would have a long tail with a scythe-like tip 
used like a powerful slash attack. My eyes would 
glow yellow, red and blue one after the other. My 
most powerful attack would be Trichaos—gathering 
power from the earth, it would be much like Tri 
Attack, but far more powerful. t would like to be a 
Pokémon like this because | would like to be a 
unique creature, towering over all others like 
Mewtwo. My name would be Etrigon. 

—Nick 0. 


ESSAY OF DARKNESS 
If | were a Pokémon, | would be a Dark-type like 
Umbreon. Dark-type Pokémon are commonly mis- 
understood because they reflect the dangers of the 
shadows, but there is more than meets the eye. The 
gentle beauty and nature of Dark-type Pokémon 
takes my breath away with their abifity ta mimic the 
grace of the moon surrounded by hundreds of stars. 

Even though Dark-type Pokémon have unmatched 
beauty, they are powerful and, for some, terrifying. 
Some consider Dark-type Pokémon to be unlucky, 
but people fear what they do not understand. 
Owning a Dark-type Pokemon ts like bending alt the 
power of the moon and the stars to your disposal; 
some would see this as a gift while others may think 
of it as a curse. 

Only certain people can see the dark as a divine 
grace; most see it as an unknown world. Few can 


actually harness its awesome 

powers. | would show people the 

true power and majestic ways of 
the Dark-type Pokémon if | could be 
one. If peopte don't take the time to 
understand what they do not know, they 
will fear them forever. 
—ShadowSong 


ZAAAAP! 
If | had to be a Pokémon, | would be an Electric-type. 
Here's why. Electric-type Pokémon have all the best 
capabilities. The power to produce electric shocks from 
your cheeks Is really handy, as is being able to swim. 
Think about it—you cou!d earn big bucks running an 
electric-power company. The world woud love it! No 
more energy problems about burning fossil fuels and 
all that. There would just be a couple of cute, lightning- 
charged critters powering all of the electric plants. 
could also juice up the ol' GBA SP or DS anytime | 
wanted instead of going on a long car trip with a dead 
Game Boy. It would also solve the "Darn, the lightning 
caused a power surge and killed the game before | 
could save" probiem, Imagine it: no more Super Smash 
Bros. bouts that end in midgame. It would also lower 
my power cost. And, the best reason of them all: the 
ability to make it thunder storm whenever | want. | 
would never have to go outside again and could play 
Sonic the whole day instead. That would be awesome. 
—The Pokémon Masters 


TURN UP THE HEAT 
It flickers, flares, and blazes . . . It's powerful, beauti- 
ful, and passionate, I'd never even dream of being a 
Pokémon type other than Fire-type! When faced 
with the strength of fire, grass wilts and burns, and 
bugs run for cover. Ice melts into nothing, and steel 
follows suit. Even water may turn to steam when fire 
burns at its peak! Fire Is the strongest offensive 
power there is, with attacks like Fire Blast and 
Overheat, and the best defense is a strong offense! 
Who can argue, with mighty Pokémon like Charizard, 
Blaziken, Entei and Ho-oh? Who can disagree after 
they've encountered the searing heat of elegant, 
raging fire? My choice of fire goes even further than 
this; perhaps it was written for me in the stars, Both 
of my astrological signs, solar and lunar, point to 
fire—my solar sign is Aries and | was born in the Year 
of the Horse, whose natural element is fire in the 
lunar zodiac. It's little wonder that | hold the Fire- 
type in such high regard! Fire is proof of advance- 
ment; it is the strength of an advanced battler. As a 
Pokemon, | would settle for nothing less, 

—-Ryuko 


NO DECISION 
The question is a difficult question. There are 17 dif- 
ferent types and they each have their good and bad 
points. There is no way to choose only one. | just can't 
pick. People shouldn't pick just one. They should like 
them all. So t choose alf or none. 
Felicia 0. 
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Real World Education 


Game Design & Development 
Bachelor of Science 
De 2 Program 


Grant plays Metroid like no other. 


Metroid Metal 


Is Samus into Slayer? After hearing Grant Henry's metal- 
inspired Metroid covers, you’d sure think so. 
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NINTENDO KEN 
CERTIFICATE, OF ADOPTION 
Was cerlyfers Mal 
dachshund 
Lucy 
bas bern wbefel by; 
w NOA Cecil 


NOA Cecil's dachsund, Lucy, Is 
Just too cute for words. 


.com Canines 


We're not usually so self-congratulatory (yeah, 
right), but we gotta give a hand to the folks behind 
nintendogs.com. Not only does it contain tons of 
info about our favorite puppy sim, but the Nintendo 
Kennel Club forums are the hottest place to talk 
‘dogs. You can also download desktop photos anda 
Miyamoto-signed certificate with your pup’s name! 


ARTIST: 
BIGGESTSONICFAN 


SUBJECT: 
Sonic the Hedgehog 


Computer-Drawn 
Category 


ARTIST: 
THETRUELEGEND 


SUBJECT: 
Sonic the Hedgehog 


Hand-Drawn Category 


Check out the amazing artwork highlighting our favorite blue video 
game character (no, not Falco). Submit your own masterpieces at 
forums.nintendo.com. 


Custom-Made Avatars By Kim Logan 


NINTENDO POWER 


Sage Reviews 


The response to the increased length of Sage Reviews has 
been great! Thank you, sages, for all your hard work! 


Advance Wars: - oe 
Dual Strike 
reviewed by 
THEWINDWAKER10 


Most sequels are generally 
bland and have a lot of reused 
material, but this isn’t at all true 
of Advance Wars: Dual Strike. 
With its great integration of both 
the stylus and the dual screens, 
one must wonder how they ever a ’ 
played Advance Wars before it existed . eS 
on the DS. Dual Strike is easily one of the ; 
best games on the DS today, 

The most noticeable difference about Dual Strike is the stylus 
control. Instead of taking the time to map out unit movement via 
the [Control Pad], units can now be moved with much greater ease. 
Although there are several drawbacks to using it, the touch-screen 
control is a great innovation to the Advance Wars series. Another 
great addition to the series is CO tag powers. Instead of using one 
Super CO Power, you can now unleash two deadly [ones] in a row. 
This can turn the tide of battle in an instant, and will challenge even 
the most experienced players. 

There are many new units to be found in Duai Strike, as well. From 
Piperunners to Stealth Bombers, Dual Strike has enlarged its already 
huge range of units. And of course, each CO can use those units to 
his/her advantage, depending on their strengths and weaknesses. 

Nintendo and Intelligent Systems have made one of the best 
strategy games of all time even better—Dual Strike is a must-own. 


{ 


Excerpts from Other Sage Reviews 


Trace Memory 

“The puzzles throughout the game are intricately designed, with some sim- 
ple and some extremely complex answers. Each puzzle brings you deeper 
into the storyline with something new to discover.”—MELEE_GURL 


Pac 'n Roll 

“The game’s challenge and time-attack modes are extremely difficult; in a 
way, that’s more frustrating than fun. Also, the levels in the game are pretty 
short, as is the game as a whole.”—WALUIGICUBED 


what's a Sage? 

Sages are members of the NSider online community that are put through the 
wringer and hand-picked by Nintendo. They get tons of special privileges, including 
opportunities to review games for Nintendo Power magazine. 


RARE WARES 

Do you have a complete collection of Nintendo Fun Club News issues? How about 
a copy of A Link to the Past autographed by Miyamoto himself? We wanna see 
what video game-related item you hold most dear. Send us a picture and descrip- 
tion, and we may show it off in an upcoming issue of Nintendo Power! 
community@nintendopower.com 


pokemon_community@nintendopower.com 
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IN ALAND OF MAN AND BEAST, YOUR SMALL BAND OF MERCENARIES 
MUST NOW SAVE THE WORLD FROM A REAWAKENING EVIL FORCE. 
YOU'LL MAKE YOUR FIGHT ON THE 3D BATTLEFIELDS OF TELLIUS, WHERE 
STRATEGY IS ESSENTIAL AND DEATH IS FINAL. SO SHARPEN YOUR AXE. 

DRAW YOUR SWORD. IT’S TIME TO IGNITE THE FLAMES OF WAR. 


Fantasy Violence NINTENDO 


per GOMECUBE. 


POWER fill 
PUWER UUIL 


KNOW YOUR 


ROLE 


With the masterful Fire Emblem: Path 

of Radiance consuming our every waking 
moment, we've put together a quiz that lets 
us reminisce over some of our favorite RPGs. 
Visit nintendopower.com/quiz for the 
answers today, or wait for your next issue. 


in Fire Emblem: The Sacred Stones, who 
betrays your party to live in Renais Castle with 
his deceased wife? 
a, Lyon 
b, Garcia 
c. Kyle 
d. Orson 


Which character from SNES classic Chrono 
Trigger is Princess Nadia in disguise? 
Pegs Od 


@. Lucca 


b. Marle c, Ayla 


Mario's companion Mallow is the grandson of 
which character in Super Mario RPG: Legend of 
the Seven Stars? 

a. Frogfucius 

b. Bowser 

c. Smithy 

d. Jinx 

e, King Calamari 


Which RPG for the Game Boy Advance was 
developed by the team responsible for Sega 
Saturn masterpiece Shining Force III? 

a. Shining Soul 

b, Tactics Ogre: The Knights of Lodis 
¢, Golden Sun 

d. Final Fantasy Tactics Advance 


" Marth and Roy of Super Smash Bros. 
Melee fame hail from which series? 
a. Final Fantasy 
b. Phantasy Star Online 
¢. Fire Emblem 
d. Shining Force 


PIXEL-PERFECT 


NAME THAT 
SCREENSHOT 


In atime when RPG plots tended to bor: 
row heavily from each other, the game 
depicted in the screenshot above broke 
the mold in almost every way. Can you 
identify which game this quirky band 
appeared in? 


The upcoming GBA title Final Fantasy IV was 
originally released for the SNES as what game? 
a. Final Fantasy Il 
b. Final Fantasy Ill 
¢. Final Fantasy: Mystic Quest 


7 Which game introduced Djinn, small creatures 
that could join with your party members to give 
them new powers? 

a. Breath of Fire 

b. Golden Sun 

¢. Tales of Symphonia 

d. Secret of Mana 


What game plot involves a group of children who 
are transported from the real world to a fantasy 
world by way of an ancient book? 

a. Final Fantasy Tactics Advance 
b. EarthBound 

c. Sword of Mana 

d. The Final Fantasy Legend 


9 The mighty Paladin Cecil hails from which RPG? 
a. Summoner: A Goddess Reborn 

b. Heroes of Might and Magic 

c. Final Fantasy li 


| LAST MONTH'S FEATURE: 


Which of these EarthBound characters 
does not have psychic abilities? 


a, Jeff 


a. Poo 


11 What legendary NES RPG was given away to 
new Nintendo Power subscribers in 1989? 

a. Dragon Warrior 

b. Final Fantasy 

¢. Faxanadu 


Last month’s answers: 1: d, 2: a, 3: a, 4: ¢, 5:d, 6; a, 7: b, 8: ¢, 9: b, 10: a, 11:¢ 
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BACK ISSUES of PLAYER’ S GUIDES 


NOVEMBER 2005, VOLUME 197 

Out of the Shadows (Pokémon XD: Gale of 
Darkness), Fantastic Voyage (Fire 
Emblem: Path of Radiance), Inside Zelda, 
NP Top 200, The Bad Girls of Nemesis 
(Marvel Nemesis: Rise of the Imperfects), 
Army of One (Spartan; Total Warrior), 
Here Comes the Boom (Batallion Wars), 
Test Your Memory (Trace Memory), Dead 
of the Dawn (Castlevania: Dawn of 
Sorrow), True Crime: New York City, Call 
of Duty 2: Big Red One, Viewtiful toe: 
Double Trouble, Tony Hawk's American 
Wasteland, Viewtiful Joe: Red Hot 
Rumble, The Chronicles of Narnia, Super 
Mario Strikers, Donkey Kang Country 3, 
The Sims 2 


OCTOBER 2005, VOLUME 196 

Into the Fire (Harry Potter and the Goblet 
of Fire), The Art of War (Spartan: Total 
Warrior), NP Tap 200, Return of the King 
(King Kong), Inside Zelda, Land of the 
Lost (Lost in Blue), Trace Elements (Trace 
Memory), 2-D or Not 2-D, Hero Worship 
(Gunstar Super Heroes), Hulk’s Bosses 
Need a Beating (The incredible Hulk: 
Ultimate Destruction), War-Torn? 
(advance Wars: Dual Strike), Build the 
Ultimate Weapon (Sigma Star Saga), SSX 
on Tour, Battalion Wars, Uttimate Spider- 
Man, Tak: The Great Juju Challenge, 
X-Men Legends tI: Rise of Apocalypse, 
Phoenix Wright: Ace Attorney, New Puppy 
Magazine (Nintendogs) 


OFFICIAL NINTENDO PLAYER’S GUIDES 


SEPTEMBER 2005, VOLUME 195 

Sega Goes Hog Wild (Shadow the 
Hedgehog, Sonic Rush, Sonic Gems 
Collection), Man's Best Friend 
(Nintendogs), The Agony and the XD 
(Pokémon XD: Gale of Darkness), Bros. of 
Summer (Mario Superstar Basebalt), Help 
Wanted (Trauma Center), The Zeida 
Demo, Inside Zelda, Out of Bounds?, 
Madden NFL 06, Kirby: Canvas Curse, 
Smash Bros. Melee, Prince of Persia 3, 
Mario Tennis Advance, Metroid Prime 
Pinball, NBA Live 06, WWE: Day of 
Reckoning 2, Dance Dance Revolution: 
Mario Mix 


Sita rast Oe 
<= 


AUGUST 2005, VOLUME 194 

Mario Kart DS, | Love LA (E3 Wrap-Up), 
Built to Last, Nintendo World, Historical 
License, Make Your Move, Lunar; Dragon 
Song, Meteos, Age of Empires: The Age of 
Kings, DK: King of Swing, Zoo Tycoon, The 
Incredible Hulk: Ultimate Destruction, 
One Piece, Zatch Bell!, Pac ‘n Roll, 
Madden NFL 06, Inside Zelda 


BATTALION WARS 


POKEMON XD: GALE OF DARKNESS 
NINTENDO GAMECUBE 
* STAR FOX: ASSAULT + PIKMIN 2 
* METROID PRIME 2 ECHOES + POKEMON COLOSSEUM 
+ PAPER MARIO: * THE LEGEND OF ZELDA: 
THE THOUSAND-YEAR DOOR FOUR SWORDS ADVENTURES 


ADVANCE WARS: DUAL STRIKE 


THE OFFICIAL GUIDE FROM 


FIRE EMBLEM: THE SACRED STONES 


GAME BOY ADVANCE 


* POKEMON EMERALD 
+ THE LEGEND OF ZELDA: 
THE MINISH CAP 
+ FINAL FANTASY [ & li: DAWN OF SOULS 


+ POKEMON FIRERED & LEAFGREEN 
* METROID: ZERO MISSION 

* SWORD OF MANA 

* MARIO & LUIGI: SUPERSTAR SAGA 


Nintendo Power issues are avaliable individually. Features in each issue are listed above. Use the Back tssue/Player’s Guide Order Form in this issue to order past Nintendo Power issues and Player's 
Guides, call 1-800-255-3700 to order by phone, or visit store.nintendo.com to order ontine with VISA or MasterCard. Offer valid while supplies last! Please allow up to 2 weeks for delivery, Prices include 
shipping and handling, Prices subject to change without notice. 


CONTACTS 


GET ‘N TOUCH WITH NINTENDO 


NINTENDO ONLINE 
Your online source to everything Nintendo. 
www.nintendo.com 


GENERAL QUESTIONS 
Visit www.nintendo.com 
Or e-mail us by visiting: www.nintendo.com/consumer/webformjsp 


If you are unable to find what you need at our website, contact us at: 
1-800-255-3700 

(1-800-422-4281 TDD) 

Note; We are unable to answer gameplay questions on this fine. 6 a.m. to 7 p.m. Pacific 
Standard Time, every day. French- and Spanish-speaking representatives are available. 


SYSTEM SETUP, TROUBLESHOOTING & REPAIR 
Visit www,nintendo,com/consumer 


POWER LINE 

1-425-885-7529 

Prerecorded Game Tips and Future Product Information 

Get complete game walk-throughs on the most poputar games for Nintendo systems. 
This call may be long-distance, so be sure to get permission from whoever pays the 
phone bill before you call. For a complete list of games avaitable on the power line, 
check out: 

www.nintendo.com/consumer/gameplay/powerline.html 


NINTENDO POWER SUBSCRIPTIONS, RENEWALS, 
BACK ISSUES, PLAYER'S GUIDES AND MORE 
Visit www.nintendo.com/consumer/magazine/index.jsp 


CONTACT US 

Nintendo Power 

P.O, Box 97033 

Redmond, WA 98073-9733 


community@nintendapower.com 

pokemon community@nintendopower.com 
pulse@nintendopower.com 

E-mail sent to the above addresses will not receive a response. 


ESRB GAME RATING INFORMATION 
To contact the ESRB or for more information, visit www.esrb.org, 

The Entertainment Software Rating Board evaluates each game’s content and assigns 
one of the following ratings to reflect the appropriate age group for the game. 


Early Childhood 


Adult (18+) 


Mature (17+) 


VERTISING INQUIRIES 


Video game-related: 
Jeff Bafus, Nintendo of America 
425-882-2040 
NP.advertising@noa.nintendo.com 


Non-video game-related: 
Peter Guenther, GMS 
847-985-0715 
pguenther@earthlink.net 


Rating Pending 


For rate card, ad specs and other advertising information, 
please send e-mail to: ads@nintendo.com 


Canadian postage paid at Mississauga, Ontario. Canadian Publication 
Agreement #40052563. Return undeliverable copies in Canada to: 
Nintendo of Canada, 110-13480 Crestwood Place, Richmond, BC, ¥6V 2)9. 


136 sunren00 power 


: = 
SOKEHON ENTERS ANEW 9 


SPECIAL OFFER 


MY NINTENDO MEMBERS ONLY 
What's better than the all-new 
Nintendo Power? Getting it for free. 
Register three products in your My 
Nintendo account and get three free 
issues of Nintendo Power! We're con- 
vinced you'll love Power's new look 
and approach to gaming. After the trial 
period, nab a year's subscription of the 
best information on Nintendo for only 
$12 U.S. That's $1 an issue! You can’t 
beat that! {f you're not a My Nintendo 
member, go to www.mynintendo.com 


to sign up. 


GET YOUR PRODUCTS REGISTERED 
AND GET YOUR FREE POWER TODAY! 


“Offer imited to My Nintendo members in the U.S. and Canada only. Lirmst one per household Please allow 4 to6 weeks: 
inthe U.S. and6 to 0) weeksmnCanada for your firstsssue to arrive Nintendo reserves the right todetermmne the start- 
ngdate of the tnal subscnption. Offer good wile supplies last 
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NEXT 


Enough previews, reviews, news and strategies 


to satiate even Wario’s appetite. 


CALIFORNIA WHEELIN’ 


Tony Hawk’s American Sk8land for DS is 
a3-D thrasher’s dream. Catch our trick 
tips and Wi-Fi skitching details. 


OOH, BABY! 


The Mario Bros. join their jun- 
iors in Mario & Luigi: Partners 
in Time, and we offer baby- 
guiding advice. 


CALL OF THE WILD 


if you listen carefully, you 
can hear Animal Crossing 
fans clammering for info on 
DS sequel Wild World. Check 
out our feature and review. 


THE TOP. 200 
GAMES EVER! 
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Players Gude! = 2 i§ 
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Get a full year of the all-new Nintendo Power® plus a FREE* ¢ \ 
Official Player's Guide for only $1995 US. ($2795 Cdn). ‘ ' 


Sign up now for Nintendo Power® at the superlow, 

SL Y ly $19.95 U. 

avi rice! Plu we'll t there f our Subscribe Now & : 

info-packed Official ives Ss Guides FREE wit! and Save Over 4 “i 

your paid subscription. Add it up-you can’t lose! 66% OFF - e q 
P o . 3 NTUT? | 

GET THE PLAYER'S GUIDE YOU NEED The Newsstand 
SUBSCRIBE NOW ONLINE AT: Cover Price! 


www.nintendopower.com/choose 


PLEASE PRINT LEGIBLY IN INK. THANK YOU 


NINTENDO R+ 1] 
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Nintendogs Book 
Pokémon’ XD Official ’s Guid 
Advance Wars Dual Srke ( x al Player’s Guid am paying for this subscription by (CHECK ONE): 
Battalion Wars™ Official Ple Ul t yn 1S; d 
ubscription offers, product ARE 
tendo’s Onlin eck Ou 
OHOL r 
Nintendo Power, P.O. Box 97043, Redmond, WA 98073-9743 SOMOLOERS. 


Canadian resi 


_ Redesigned with Even More Power! 


Subscribe now to the all-new, fully redesigned Nintendo Power for 
only $1995 U.S. (27.95 Cdn) and pick any Player’s Guide - FREE*! 


Each month we deliver big-time 


| gaming content like inside info, ®@ Fire Emblem™: Path of Radiance 
| expanded news, the hottest previews Official Player’s Guide 
and honest reviews for Game Boy®, ‘1M Battalion Wars™ Official 
Nintendo GameCube”, Nintendo DS™ Player’s Guide 


and beyond. It's all the power any ®@ Nintendogs™ Book 
Nintendo fan could want! Subscribe ™ Pokémon® XD Official 

right now for a superlow $19.95 U.S. Player's Guide 

($2795 Cdn.) and score one Official © Mi Advance Wars®: Dual Strike 
Player's Guide of your choice - Official Player's Guide 
FREE*! 


THE OFFICIAL GUIDE FROM RRR = THEOFFICIAL GUIDE FIOM FGREE 
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\ 
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te: ' je . 
ay ort ~ oa 
Cistondo) 


| NOT THE PLAYER’S Gul 
CHOOSE FROM OVER 50 TITLES AND OTHER GREAT ITEMS 


NOW ONLINE AT: 1 


ij Subscribe Now 
and Choose One 


Official, 
Player’s Guide! Or call toll-free 1-800-255-3700. VISA ana 


You may also order by mai 
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PLAT HO ALL FIVE AIDS NEAT UUUR UPERRTIVES! 

Father masterminds an erctic prison break to free some of the most 
notorious and nasty villians the kids have ever battled! 


complete your missions 
through 44 action-packed 
levels 


¥ 4! (osiexFeoon) 


collect and assembi 
cool weapons from the 
Tv show 


. . 
¥))59) 
dy 


cather “Powuh ups" for 
Iperative power boosts 
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NINTENDO 


WE PLAYED, 

YOU BENEFIT: 
EVERYTHING YOU 

NEED TO KNOW ABOUT 
THE YEAR’S BEST GAMES 


Strap on your best bowling skates and polish 
up your shiny Christmas ball. It’s time to save 
Christmas from those greedy little union 
elves, Help Santa show those elves what 

the true meaning of “strike” is! 


SP Bening 2= 


The snickering elves are back with 

Santa, but there is a new twist as Santa’s 

ne’er-do-well brother, Dingle Kringle, joins 

Santa and the Elves on a cruise ship headed 

for an island adventure. Compete in a crazy 

shuffleboard tournament, with the Elves serving 
“pucks” and providing their own special, 


C Nite at alec. tae 


i¢ Sa 
| ¢ NStormy 
— 
dN are trademarks of Ninten 2004 Ninterdd 


ling 2, “Elves in Paradi 2000 NStorm, Ine. 


lack Lantern Studios, Inc 


“SEASON’S prtensl 
GREETINGS === 


HARD-WIRED 
‘Tis the season to play more games. 


Ah, the holiday season. Time for visiting with 


BUNDLE UP .. 


friends and family, frolicking in the snow and CHOICE CUTS 


feasting on winter treats. But who needs all that WISH LIST/GAME INDEX .... 


when you ve got so many video games to play 
Thats where this handy guide comes in: How else 
will you decide which games and systems to ask 
your loved ones for, or choose what games to giv 
them? When you re done warming up to the 

hottest reviews, devouring previews of the sweetest 
upcoming holiday hits and celebrating affordability 
with value-packed hardware bundles and PI. 
Choice titles, pass along the convenient checklist to 


your favorite gift-giver. 


GUIDANCE 
SYSTEM 


Your direct link to the best games 
in every genre for each system 
Nintendogs. Battalion Wars. WarioWare: 
Twisted! Mario Superstar Baseball. So 
many games. So few presents. 
Fortunately, we ve compiled all the high- 
est-scoring Nintendo Power reviews from 
2005 into one easy-to-use supplement, 
conveniently divided by game type. No 
matter what kind of gamer you are, 

you Il find something to suit your 


tastes. 


most-wanted games, 


MEET THE REVIEWERS 


‘, STEVEN GRIMM 
Animal Crossing (plus I'll be giving 
it to my pals back in Wisconsin), 
Mario Kart DS, Trauma Center and 
Mario & Luigi: Partners in Time, 


CHRIS HOFFMAN 

\ love my 0S—there are so many 
great games. | need Castlevania: 
Dawn of Sorrow, Phoenix Wright 
and Trauma Center, in particular. 


ANDY MYERS 

Tony Hawk's American Sk8land 
will enter my DS on its launch day, 
and it will not be removed until 
the year 2009. 


CHRIS SHEPPERD 

Between wireless play with my 
friends and Wi-Fi connectivity 
across the world, | can’t wait to 
get my hands on Mario Kart OS. 


GEORGE SINFIELD 

My most anticipated film and 
game for the holiday season are 
the same: Peter Jackson's take on 
King Kong. 

STEVE THOMASON 

All | want is to lock myself in a 
foom with Fire Emblem: Path of 
Radiance for a week. Oh, and 
Castlevania: Dawn of Sorrow. 


4 NINTENDO POWER 


DANCE DANCE 
REVOLUTION: MARIO MIX 


“Dance Dance Revolution: Mario Mix isn’t just a typical 
DDR game with a Mario makeover. The game does a 
good job of blending elements from Mario’s universe 
with classic DDR gameplay.” —ANoy M. 

PLATFORM: NINTENDO GAMECUBE 

PUBLISHER: NINTENDO 

DEVELOPER: KONAMI/NINTENDG 

ESRB: EVERYONE 


NINTENDOGS 


From the moment you select your puppy and take it 
home from the kennel, you'll bond with it using touch 
control to pet and scratch it, and voice control to call it 
by name and give it training commands. It takes 
absolutely no stretch of 
the imagination to 
believe that there is an 
actual puppy on the other 
side of the screen." 

—GEORGE S. 
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PLATFORM: NINTENDO OS 

PUBLISHER. NINTENDO \.’ 
DEVELOPER. NINTENDO y 
ESRB: EVERYONE 


All the fun of having 
your own cuddly puppy 
but without picking up after it. 


WARIOWARE: TOUCHED! 


ndo DS’s innovative control features and 
flood of zany microgames pi 
1 an all-new touch-contro! collection 


he fun jut how to 


unlock 
collections and 


souvenir GEORGE S. 


PLATFORM, NINTENDO DS 
PUBLISHER, NINTENDO 
DEVELOPER: NINTENDO 
ESRB: EVERYONE 


WARIOWARE: TWISTED! 


“Like its predece WarioWare: Twisted! offers more 
than 200 microgames broken into character-hosted cate 
gories. And it breaks ground witt meplay t The 
pak is built with at detects movement, 


h task noving your 


PLATFORM: GAME Boy ADVANCE 


handheld in addition to pushing its buttons 
PUBLISHER’ NINTENDO 
DEVELOPER’ NINTENDO 


ESRB: EVERYONE 


TRAUMA CENTER: 
UNDER THE KNIFE 


urgeon accidentally dropped WarioWare 


nto a patient then sewed him up, we'd like 
thing like Trauma ¢ 

It’s extremely fun; that is, 

if you can stand pressure 
cooker scenarios that 
rival the toughest bosses 


out there.” —STEVEN G. 
PLATFORM- NINTENDO DS 
PUBLISHER: ATLUS 


DEVELOPER: ATLUS 
ESRB: TEEN 


GEORGE S. 


METROID PRIME PINBALL 


The detailed tables are spot-o 
vorlds as pinball landscapes, 


interpretations of Prime 
nd enemy hordes spread 
Jt over the boards, caus! 2voc for the tumbling 
bounty hunter, The game is a fully re 
tuned hybrid of pinball 

ay and Metroid Prime 

2, and it set: 

the bar high for other 
pinball-action games to 
come.” —GEORGE S. 


9.5 


PLATFORM: NINTENDO DS 
PUBLISHER NINTENDO 
DEVELOPER: Fuse GAMES 
ESRB EVERYONE 


. 


It's Wario's game, butthe 
world is at Mario's feet. 


PHOENIX WRIGHT: 
ACE ATTORNEY 


“Is practicing law duil? Not in this game. Courtroom 


cenes move at at match p 45 Manga-style 


action back and 

forth between you, the 
tion and the 

ss on the stand 

But never 

—STEVEN G. 


too serious. 


8.0 


PLATFORM: NINTENDO DS 
PUBLISHER: CAPCOM 
DEVELOPER. CAPCOM 
ESRB TEEN 


TOM CLANCY’S SPLINTER CELL: 
| CHAOS THEORY 


Chances are, you aren't an elite spy with the training to 
sneak up and knock out or interrogate bad guys, but 
Ubisoft's third Splinter Cell adventure will make you feel 
like one. With an incredible assembly of spy gear, Chaos 
Theory is a complex espionage thriller that is surpris 
ingly easy to pick up and play.” —Georce S. 


80 80 


PLATFORM: NINTENDO GAMECUBE, NINTENDO DS 
PUBLISHER: UBISOFT 

DEVELOPER: Ustsort (GCN), Gametorr (DS) 
esre; Mature (GCN), Teen (DS) 


VIEWTIFUL JOE: 
DOUBLE TROUBLE 


“Now that it’s on the DS and able to take advantage of 

the capabilities that touch sensitivity and dual screens 

afford, Viewtiful Joe is more innovative than ever; but 

while the action and uniqueness still impress, a few 

flaws prevent Joe from being all he can be.” —Curis H. 
DEVELOPER: CLOVER StuDIO 


70 
ESRB: TEEN 


SPARTAN: TOTAL WARRIOR 


PLATFORM: NINTENDO OS 
PUBLISHER: CAPCOM 


‘When it’s at its best, Spartan offers an unparalleled 
sense of size and scope. Some of the environments are 
truly massive, and even with over a hundred soldiers on: 
screen at once, the frame rate remains consistently 
smooth. Rounding out the presentation is some solid 
voice acting and a quality soundtrack.” —Sreve T. 


8.5 


PLATFORM: NINTENDO GAMECUBE 
PUBLISHER: SEGA 

DEVELOPER THE CREATIVE ASSEMBLY 
ESRB, MATURE 


ULTIMATE SPIDER-MAN 


“Not only does Ultimate Spider-Man fotlow the story of 
Its namesake comic, but it also looks like the book. 
Control for bath Venom and Spider-Man is responsive 
and fairly intuitive, considering all the variety of fighting, 
climbing and jumping moves that the characters can pull 
off.” —Georce S. 

PLATFORM: NINTENDO GAMECUBE 

PUBLISHER: ACTIVISION 


DEVELOPER: TREYARCH 
ESRB: TEEN 


KIRBY: CANVAS CURSE 
DONKEY KONG JUNGLE BEAT 


“Fully stylus-driven, Kirby's new 2-D adventure spans 
many worlds (lava grottoes, etc.) that yot seer 


“ P in previous platfo ies, but every one’ > 

When | first heard about DKJB, | dismissed it as a gim nine Platform games, but every one's an eye 

mick. The game ts absolutely brilliant, though. It's bc spener thanks to the new control scheme. You'll make 

comfortingly familiar and unique Steve T. Kirby (made spherical by a witch's curse) dash forward 

“It’s hard to put into words the way one ts mentally by jabbing him, and you can gui mn by scrawling rain- 
OW s fi to follow.” - 

while playing this game-it's so intuitive it’s like your bow paths for him to follow.” —Steven G. 

brain is moving the big ape directly.” —Curis S. PLATFORM: NINTENDO DS 

PUBLISHER NINTENDO 

DEVELOPER: HAL LABORATORY, INC, 

ESRB: EVERYONE 


“In my fantasy life, there are already 10 sequels planned 
for DKJB.” —STEvEN G. 
- PLATFORM: NINTENDO GAMECUBE 
90 PUBLISHER: NINTENDO 
DEVELOPER, NINTENDO 


ESRB. EVERYONE 10+ 


* 


TAK: THE GREAT 
JUJU CHALLENGE 


DK: KING OF SWING 


“The adventure, which pits Tak and Lok against three 
pairs of adventurers from cor ting tribes in a race for 
“Donkey Kong Country in a blender; that’s the DKKOS 2 favors of the Moon Juju, reaches well beyond the 
experience. King of Swing is as primally acrobatic as depth and quality of previous Tak games. Jumping sec- 
Donkey Kong's bongo platformer Jungle Beat, but on the ions are much more forgiving than in previous Tak 
GBA you'll perform moves with only L and R. Once you get games, and the teamwork-driven puzzle-solving is chal 
used to careening like a shotput through jungles, desert lenging but rarely frustrating. Two players work simulta- 
snowy landscapes and grottoes, it’s pretty thrilling. Daring neously using a split s nd thi cond player can 
DK fans should still give the game a spin.” —STevEN G. drop in and out of the game at will.” —GEorGE S. 
PLATFORM: GAME Boy ADVANCE 
8 0 PUBLISHER’ NINTENDO 8.5 70 
DEVELOPER: PAON e 
- £SRB EVERYONE GCN DS 


LATFORM NINTENDO GAMECUBE, NINTENDO DS 
PUBLISHER: THQ 

OEVELOPER: AVALANCHE SorTware (GCN), AtTRON (DS) 
ESRB: EVERYONE 


What makes DK spin like that? 
Maybe bananas cause gas, 
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RESIDENT EVIL 4 


Years ago, Capcom created survival horror. 


With Resident Evil 4, they’ve reinvented it. 


“Possibly the best console video game ever made, and 
definitely the standard that horror titles will be meas- 
ured by for years to come." —STEVEN G. 
“what happens to Leon happens to you. It’s fast, fright- 
ening and nearing perfection. If you've shied away from 
the series in the past, now is the time to jump in. It's so 
00d, it’s scary.” —Georce S. 
“The story is thick, the action is intense and the game- 
play is unbelievable.” —Curis $. 

PLATFORM. NINTENDO GAMECUBE 

PUBLISHER’ CAPCOM 

DEVELOPER: CAPCOM 

ESRB: MATURE 


European village chain-saw 
massacre! 


THE LEGEND OF ZELDA: 
THE MINISH CAP 


The power to shrink to micro size leads to 
enormous fun in Link’s latest 2-D epic. 


“The Minish Cap is a meritorious entry in gaming’s 
most storied franchise. The ability to shrink yourself 
leads to some clever dungeon designs.” —Steve T. 
“A million small details add up to a wonderfully real 
world.” —STEVEN G. 
PLATFORM: GAME Boy ADVANCE 
PUBLISHER NINTENDO 
DEVELOPER: CAPCOM 
SRB: EVERYONE 


CASTLEVANIA: 
DAWN OF SORROW 


That haunting atmosphere, those chilling 
enemies . . . this is Castlevania at its finest. 


“Dawn of Sorrow takes 2-D graphics above and beyond 
all other titles of its kind. Each new Castlevania game Is 
a step closer to perfec- 

tion. You get the feeling 

that the developers are 

using the franchise to 

hone in on what they 

consider the ideal gaming 

experience.” —CurIs S. 


PLATFORM: NINTENDO DS 
PUBLISHER: KONAMI 
DEVELOPER’ KONAMI 
ESRB: TEEN 


TRACE MEMORY 


A teenage girl explores a mysterious island 
to find her father and solve a murder. 


“The game uses every opportunity to challenge your 
investigative abilities. It also keeps the puzzie-solving 
process neatly contained. The game's atmosphere is rich 
with creepy music and 

sparkling dialogue, 

though some players may 

find the game long on 

conversation and short 

on action.” —GEORGE S. 


PLATFORM. NINTENDO DS 
PUBLISHER; NINTENDO 
DEVELOPER: CING 

ESRB, TEEN 


yes, that’s a talking hat Link’s 


wearing on his head. 


No, it doesn’t eat babies. Probably. 
8 NINTENDO POWER 


BATTALION WARS 


Though you command a iarge force, you control only 
one unit directly at a time and switch control from unit 
to unit with minimal effort. The ability to lead the charge 
with soldiers, missile launchers, tanks, helicopters, 
bombers and fighter jets—all in one battle-gives the 
game a serious edge.” —GEorGE S. 

PLATFORM: NINTENDO GAMECUBE 
PUBLISHER: NINTENDO 


DEVELOPER: Kuju 
ESRB. TEEN 


METEOS 


Though the basic concept may seem familiar 
up like-colored blocks that fall from the sky—the game is 
quite a departure from the genre norm. The blocks 
transform into rockets and launch back into space, car 
rying with them any blocks piled above.” —Sreve T. 

PLATFORM. NINTENDO DS 
PUBLISHER’ NINTENDO 


DEVELOPER: Q ENTERTAINMENT/BANOAI 
ESRB: EVERYONE 


you line 


so 


knew 
- that falling blocks 
— 


a 


cause planetary & 


FIRE EMBLEM: 
PATH OF RADIANCE 


“Though Path of Radiance is the se first foray on 
the GCN, it’s a Fire Emblem game through and through. 
The fundamentals are all present-t e just been 
amplified. Path of Radiance has more character types, 
more weapons and even more chapters than previous FE 


games.” —ANDY M. 
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PLATFORM: NINTENDO GAMECUBE 
PUBLISHER’ NINTENDO 
DEVELOPER: INTELLIGENT SYSTEMS 
ESRB. TEEN 


ADVANCE WARS: DUAL STRIKE 


“AWDS has what Advance Wars 2 lacked: a substantial 
number of new unit types. But AWDS goes beyond sim- 
ply adding content to the series. There are changes to 
the gameplay, including the ability to assign two COs to 
one army. It incorporates the hardware’s functionality in 
—AnpyY M. 

PLATFORM: NINTENDO DS 

PUBLISHER: NINTENDO 

DEVELOPER: INTELLIGENT SYSTEMS 

ESRB. EVERYONE 


some interesting ways.” 


9.0 


e SOs 


io Be 


4 


rs oc 


{% 


If you think his weapons look 
deadly, wait until you see his suplex. 


KILLER 7 


To play Capcom's violent, art-game epic is to give in to 
wheelchair-bound antihero, Harman 
Smith—an assassin who can morph into seven player- 
controlled personalities—and live in a world in which 
dead associates 


the insanity of 


ve you advice and your enemies are 
GEORGE S. 
PLATFORM: NINTENDO GAMECUBE 


invisible, save for their shimmering ski 
PUBLISHER. CAPCOM 
DEVELOPER, GRASSHOPPER 


€SRB: MATURE 


STAR FOX: ASSAULT 


‘Star Fox: Assault pits Fox McCloud and his 
anemies old and new in a IC 
resolves old rivairies and starts new ones. The action i 
splendid, and three pla’ 

you'll have smooth sailing 


player battles.” —GeorGe S. 
8.0 DEVELOPER. NAMCO 
ESRB. TEEN 


NANOSTRAY 


sion war story that 


itrol schemes ensure that 
ough the story and multi 


PLATFORM: NINTENDO GAMECUBE 
PUBLISHER: NINTENDO 


you're done bein ed by Nanostray traor 


y beautiful 3-D backgrounds and sleek spaceships 
the next thing about the game that will hit you ts just 
how freakin’ hard it is. 

‘u're bombarded with * 
pulses, lasers, losives 
and stray enemies from 
all angles with absolutely 
no breaks. Ever 

GEORGE S. 


8.0 


PLATFORM: NINTENDO DS 
PUBLISHER: MAJESCO 
DEVELOPER. SHIN’EN 
ESRB, EVERYONE 


Watch out! One 


false move and you'll , 
wind up deep-fried and extracrispy. 


SIGMA STAR SAGA 


Like many RPC 
Z0es where no RPG has gone before—into space for 

ten! Before you reach the next 
eamed up 30 times. The vari- 
ety keeps the interruptions from becoming unwelcome, 
1s does the Gun Data system.” —STEVEN G. 


PLATFORM’ GAME Boy ADVANCE 


5, the game has random battles, but it 


shooter levels. And very 


save spot, you'll likely 


PUBLISHER: NAMCO. 
DEVELOPER: WAYFORWARD 
ESR6: EVERYONE 10+ 


HARVEST MOON: MORE 
FRIENDS OF MINERAL TOWN 


“You work at your own pace, relishing th 
the RPG-influenced system while harvesting 
ing a mate, raising animals and performing about ¢ 


DPS, WOO- 
mil- 
Harvest Moon games are not for every- 

are they all good. But this one i fong 
have the patience to savor the experience 


PLATFORM. GAME Boy ADVANCE 


you 
‘Anby M 


PUBLISHER NATSUME 
DEVELOPER: MARVELOUS INTERACTIVE 
ESRB: EVERYONE 


Spend the day farming and fishing. 
Its a pure and simple life. 
j so ‘5 Y¥ 


LUNAR: DRAGON SONG 


“Despite falling short of expectations, Lunar: Dragon Song 
ultimately delivers a worthwhile 

its moments, the music is q 

Kubooka’s character designs tend the game 

larity.” —STEVE T. 


70 


PLATFORM: NINTENDO DS 
PUBLISHER. UBisoFT 

DEVELOPER: JAM/GAME ARTS Sim 
ESRB: EVERYONE 10+ 


POKEMON EMERALD 


“Pokémon FireRed and LeafGreen redefir 1e art of 
preadi v content 


1 lavishing rit 


the Pokemon ‘director's cut 
igh the story, th finale. 
non Emerald may do only but the plot 
s and battle finale are worth the wait for fa 
—STEVEN G. 


atte 


PLATFORM: GAME Boy ADVANCE 
PUBLISHER: NINTENDO 
DEVELOPER. GAME FREAK 

ESRB. EVERYONE 


POKEMON XD: 
GALE OF DARKNESS 


guing story and challenging gameplay are 
ame tutorials 
you don’t need to be a Ma Tre 
ht aw 

way beyond expectation 
ments look crisp and detailed, if 

effects. XD 

environment for battling 


please any RPG gamer, and in-g 
iner to be 


enjoy it r 


and reflectio 


PLATFORM. NINTENDO GAMECUBE 
PUBLISHER: NINTENDO 
DEVELOPER: GENIUS SONORITY 
ESRB EVERYONE 
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Tougher than 
MADDEN NFLO6 —_Tinactin! 


“In addition to the vastly improved passing game, there 
are tons of new player animations, the Al is smarter 
than ever, and there are even more ways to adjust each 
play before the snap. If you're ready for some football, 
this may be the only game in town, but It's still champi- 
onship material.” —Steve T. 


90 80 70 
Gn 0S GBA 


PLATFORM: NINTENDO GAMECUBE, NINTENDO DS, 
Game Boy ADVANCE 

PUBLISHER: ELECTRONIC ARTS 

OEVELOPER: ELECTRONIC ARTS 

ESRB; EVERYONE 


WWE DAY OF RECKONING 2 


“Day of Reckoning 2 boasts a number of improvements 
over its predecessor. The character models rank among 
the best ever seen on the GCN. Each wrestler’s dialogue 
more accurately portrays his real-life persona (though 
there's still no voice acting, unfortunately), and the over- 
all presentation does a better job of re-creating what 
you see an a WWE broadcast.” —Steve T. 

DEVELOPER. YUKE’S 


PLATFORM. NINTENDO GAMECUBE 
8.0 
ESRB: TEEN 


PUBLISHER: THQ 
SSX ON TOUR 


“The mountain is connected via paths from top to bot- 
tom, so the snowboarding mentality of just strapping in 
and heading down a mountain is alive and well. Indeed, 
that’s where the most fun Is to be had in this game—not 
In races or half-pipe challenges, but in the exhilaration 
of a monster freestyle run.” —Curis S. 
PLATFORM: NINTENDO GAMECUBE 
8 0 PUBLISHER: ELECTRONIC ARTS 
ye DEVELOPER: EA CANADA 

ESRB: EVERYONE 10+ 
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TIGER WOODS PGA TOUR 06 


“For the 2006 version, the pendulum swings toward 
more realistic scores with a revamped putting game and 
a modification to the basic swing. The overall playing 
experience is consistent with that of previous iterations— 
great, as always, with adjustments that ground the 
scores in PGA Tour-level reality.” —GeorGE S. 


PLATFORM: NINTENDO GAMECUBE 


PUBLISHER: ELECTRONIC ARTS 
DEVELOPER: EA CANADA 
ESRB: EVERYONE 


TONY HAWK'S 
AMERICAN WASTELAND 


“wasteland takes what was great from the Underground 
games and strips out all the lame antics. With its rich 
skateboarding history and unique west-coast attitude, 
there could not have been a better choice of city to build 
a game around than Los Angeles.” —Curis S. 


PLATFORM: NINTENDO GAMECUBE 


PUBLISHER: ACTIVISION 
DEVELOPER: NEVERSOFT 
ESRB: TEEN 


RACING GEARS ADVANCE 


“Supercharged cars race on 25 tracks. Choosing from 12 
drivers and eight types of weapons, you must beat the 
field to the finish line by muscling your car around sharp 
turns and finding shortcuts. The game’s far-overhead 
view serves the action well, but the cars appear very 
small, which could be a distraction.” —Georce S. 
PLATFORM: GAME Boy ADVANCE 
75 PUBLISHER: ORBITAL MEDIA 
DEVELOPER. ORBITAL MEDIA 


ESRB. EVERYONE 


FIGHT NIGHT: ROUND 2 


“By using the Control Stick for movement and the C Stick 
for punching, the game gi you direct and immediate 
control. After a few warm-up fights and training ses- 
sions, the controls become second nature and you can 
duck, lean and swing at will. The look of the game is 
flawless.” —GEORGE S. 
PLATFORM: NINTENDO GAMECUBE 
8 0 PUBLISHER: ELECTRONIC ARTS 
e DEVELOPER: EA CHICAGO 


ESRB: TEEN 


MARIO SUPERSTAR BASEBALL 


“As both a single-player baseball stadium tour and multi 
player party game, Mario Superstar Baseball is a solid 
hit. It’s big on baseball! fundamentals and chock-full of 
Mushroom Kingdom flair, plus it shows a keen awareness 
of the situational play that gives the nation’s pastime its 
edge. Key matchups are set with dramatic camera angles 
and game-changing significance. The game's controls are 
top-notch.” —Georce S. 
PLATFORM: NINTENDO GAMECUBE 
90 PUBLISHER: NINTENDO 
‘e' DEVELOPER, NAMCO 


ESRB, EVERYONE 


: elt . a, . 
America’s favorite pastime 


is even better when 
the pitcher is a gorilla with a tie. 


DONKEY KONG COUNTRY 3 


PLATFORM: GAME Boy ADVANCE 
8.0 PUBLISHER. NINTENDO 
GENRE: PLATFORMER — ESRB: EVERYONE 


FIFA SOCCER 06 


PLATFORM: NINTENDO DS 
8.0 PUBLISHER: ELECTRONIC ARTS 
GENRE. SPORTS ESRB: EVERYONE 


FIRE EMBLEM: THE SACRED STONES 


PLATFORM: GAME Boy ADVANCE 
95 PUBLISHER: NINTENDO 
GENRE. STRATEGY ESRB: EVERYONE 


GUNSTAR SUPER HEROES 


PLATFORM: GAME Boy ADVANCE 


95 PUBLISHER: SEGA 


GENRE: ACTION —_ ESRB: EVERYONE 10+ 


THE INCREDIBLE HULK: 
ULTIMATE DESTRUCTION 


PLATFORM: NINTENDO GAMECUBE 
8 PUBLISHER: VU GAMES 
GENRE ACTION ESRB: TEEN 


KLONOA 2: DREAM CHAMP TOURNAMENT 


PLATFORM: GAME Boy ADVANCE 
8.5 PUBLISHER: NAMCO 
GENRE. PLATFORMER — ESRB: EVERYONE 


LOST IN BLUE 


PLATFORM: NINTENDO DS 
8.0 PUBLISHER: KONAMI 
GENRE: ADVENTURE ESRB; EVERYONE 10+ 


MEGA MAN ZERO 4 


PLATFORM: GAME BoY ADVANCE 
8.5 PUBLISHER: CAPCOM 
GENRE, ACTION ESRB: EVERYONE 


NHL 06 


PLATFORM: NINTENDO GAMECUBE 
8.5 PUBLISHER: ELECTRONIC ARTS 
GENRE: SPORTS —_ ESRB: EVERYONE 10+ 


PAC-PIX 
PLATFORM: NINTENDO DS 
8.0 PUBLISHER: NAMCO. 
GENRE: ALTERNATIVE — ESRB; EVERYONE 


SONIC GEMS COLLECTION 
8 5 PLATFORM: NINTENDO GAMECUBE 
e 


PUBLISHER: SEGA 

GENRE: ACTION ESRB: EVERYONE 
STAR WARS EPISODE lll: 
REVENGE OF THE SITH 

PLATFORM, NINTENDO DS 
8.0 PUBLISHER: UBISOFT 

GENRE: ACTION —-ESRB* EVERYONE 10+ 


TIMESPLITTERS; FUTURE PERFECT 


PLATFORM: NINTENDO GAMECUBE 
8.5 PUBLISHER’ ELECTRONIC ARTS 
GENRE: SHOOTER ESRB: MATURE 


YU-GI-OH!: NIGHTMARE TROUBADOUR 


PLATFORM, NINTENDO DS 

8.0 PUBLISHER: KONAMI 
GENRE: ROLE-PLAYING 
ESRB: EVERYONE 


SHADOW THE HEDGEHOG 


The mysterious Shadow from Sonic Adventure 2 Battle 

returns in his own game, using © speed and vari 
weapons to unlock the 
secrets of his past. 


PLATFORM: 
NINTENDO GAMECUBE 


PUBLISHER 
SEGA 


GENRE 


a eelieee §=ACTION 
aeons CROSSING: WILD WORLD 


Move to town, get your 
house, invite your friends. 
over for a multiplayer 
visit and then do whatev- 
er you want—s 

orating your home, fish- 
ing or just hanging out. 


ON THE 
le 


| Get ready for these red-Hot 
| games, all due before year’s end. 


PLATFORM 
NINTENDO DS 
PUBLISHER: 
NINTENDO 
GENRE 
COMMUNICATION 


2200 
ee eee 


MARIO PARTY 7 


with new characters, t-player competition, micro- 
phone support and more than 80 minigames, 
Mario Party looks to be the 


a, “i 4 biggest bash yet. 
ry foe vi PLATFORM 


- 


NINTENDO GAMECUBE 
PUBLISHER: 
NINTENDO 


q GENRE 
2 Board GAME 


' “> SUPER MARIO STRIKERS 


Soccer the Mario way! Choose characters such as Wario, 
ashi or Luigi ur team captain, then unle power- 


err, ups like giant Koopa shells 
at the opposition. 


PLATFORM. 
NINTENDO GAMECUBE 


PUBLISHER: 
NINTENDO 


GENRE 
Sports 


BURNOUT LEGENDS 


The wild racing series screams onto the DS, with all the 
spectacular crashes and near misses that give it such an 
edge. Courses from the console versions and all-new 
features should make this a sm: 

PLATFORM: NINTENDO DS 


PUBLISHER: ELECTRONIC ARTS 
GENRE- RACING 
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PRINCE OF PERSIA: 
THE TWO THRONES 


Again blending fighting, platforming and puzzle-solving, 

the latest in the PoP saga also adds new elements like 
chariot battles and Dark 
Prince transformation. 


PLATFORM 
NINTENDO GAMECUBE 


PUBLISHER 
Usisorr 


GENRE 
ACTION 


Also look for BATTLES of PRINCE of PERSIA on DS 


FINAL FANTASY IV 


The classic RPG is finding a new home on the GBA. The 
fantastic storytelling, memorable characters and deep 
play mechanics return along with new features. 
PLATFORM: GAME Boy ADVANCE 


PUBLISHER: NINTENDO 
GENRE, ROLE-PLAYING 


PETER JACKSON’S KING KONG 


Featuring both first-person sur’ | adventuring as a 

human and third-person action as Kong, this movie 
adaptation should t 
monstrous hit 


PLATFORM 
NINTENDO GameCuBE 


PUBLISHER 
Usisort 


GENRE 
ADVENTURE 


Also look for KONG: 8TH WONDER of the WORLD on DS and GBA 


DR. MARIO/PUZZLE LEAGUE 


Two fantastic puzzle games conveniently tor 
game pak, Whether you're eliminating viruses in Dr. 
Mario or lining up blocks in Puzzle League, you'll love 
the addictive, combo-heavy gameplay. 

PLATFORM. GAME Boy ADVANCE 

PUBLISHER NINTENDO 

GENRE; PUZZLE 


MARIO KART DS 
(rr All the fun of the previous 


Mario Kart games rolled 
into one—and now you 
can compete with friends 
anywhere, anytime, 
thanks to Nintendo Wi-F 
Connection. 


PLATFORM 
NINTENDO DS 
PUBLISHER 
NINTENDO 


GENRE 
RACING 


ed on one 


MARIO & LUIGI: 
PARTNERS IN TIME 


Following up the hit GBA 
original, Partners in Time 
sends Mario and Luigi 
back to the past where 
they team up with baby 
versions of themselve 
fend off a 


PLATFORM 
NINTENOO DS 
PUBLISHER: 
NINTENDO 
GENRE: 
ROLE-PLAYING 


atien invasion. 


TONY HAWK’S 
AMERICAN SK8LAND 


Even though Tony Hawk has been scaled down for 
portable systems, it packs all the fun of its console 
brethren and then some. The DS version incorporates 
Fai) touch-screen editing, cus 
tom voice clips and more 
PLATFORM 
NINTENDO DS, GBA 


PUBLISHER 
ACTIVISION 


GENRE 


1 oh me Sports 


Dees SONIC RUSH 
a 


wice the screens, 

he speed. It’s class 

onic platforming 

row with bigger | 

new characters, 3-D boss 
battles and touch-screen 
minigames, 


PLATFORM 
NINTENDO DS 


PUBLISHER: 
SEGA 


GENRE 
PLATFORMER 


HARRY POTTER AND 
THE GOBLET OF FIRE 


Just in time for the fourth Potter movie, Harry P 

and the Goblet of Fire lets three players cooperate 
Harry attempts 
Triwizard Tournament 


win the 


PLATFORM 
NINTENDO GAMECUBE 


PUBLISHER: 
ELECTRONIC ARTS 


GENRE: 
ADVENTURE 


Also coming to Nintendo DS and Game Boy Advance 
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4 


HARD- 
WIRED 


The games are great, but you'll 
need the hardware first! 

This is where it all begins. Whether you 
opt for the at-home experience with the 
Nintendo GameCube, the innovation of 
the DS, the portability of the Game Boy 
Advance SP or the style of the Game Boy 


Micro, limitless fun is guaranteed. 


NINTENDO POWER 


NINTENDO 
GAMECUBE 


The Nintendo GameCube 

is the exclusive console for 

must-have franchises like The Legend of Zelda and 
Pokémon. It’s hip to be square. 


Still going strong, the Game Bay 
Advance SP makes the most of its 32-bit 
power. More than 800 games are available, covering 


every genre and gaming interest 


Featuring dual screens, a 

touch-panel interface and 

voice recognition in addition to Game Boy Advance pak 
compatiblity, the innovative DS has redefined what 
portable gaming is all about. 


GAME BOY } 


Now small enough to fit into any pocket, the latest mem- 
ber of the Game Boy family boasts a sporty new look 
and the ability to play the entire catalog of GBA games. 


a 


“BUNDLE BUNDLE SET. 
uP 


Great games and great systems, avail- 
able together at a great price. 


Games and systems are like cookies and milk: You can 
have one without the other, bu would you? Which Is 
why Nintendo is offering deals that bundle the 
hottest hardware with so today’s greatest new 
titles and familiar favorites 
This limited-edition Nintendo GameCube with a Pokémon XO 


NINTENDOGS BEST FRIENDS faceplate also includes the exciting new RPG, Pokémon XD: 


Gale of Darkness. 


SUPER SMASH BROS. MELEE 
BUNDLE SET 


NINTENDODYS, 


& 
Q 
z 
Ww 
E 


The Best Friends bundle includes a limited-edition DS 
system (in either Pearl Pink or Teal) as well as a special 


edition of the hit Nintendogs 0S game. Super Smash Bros. Melee has been one of the Nintendo 


GameCube's biggest hits, and now you can get it included 


MARIO KART DS BUNDLE with the GCN for free. 
=¥ y MARIO PARTY 7 BUNDLE SET 


NINTENDOEYS 


Get the revolutionary Wi-Fi-compatible Mario Kart DS 
along with an exclusive Hot-Rod Red DS system, and pre- 
pare for multipla kart-rac: 

ing fun anywhere you 


desire. 
The latest installment in the genre-defining Mario Party 


series is available with the GCN console and an additional 


controller for one low price. 
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CHOICE ballon hace 


CUTS ils 


Available at a special | as 
price, these GCN hits make 

gift-giving easy. 

Only the most successful games get select 

ed as Player s Choice titles. For a more 


extensive list, visit Nintendo.com. 
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